Sorry, no computers 



but I can seU you a hard disk drive 


Luckily there are still somejblks supporting 
your Atari so don't give up 
Page 6 supports your Atari with the world’s 
oldest and best dedicated magazine ... 
as well os the world’s bestFD library.... 
as well as providing commercial software ... 

Don't be like the guy above 
return the favour 

Keep supporting Page 6 
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Thanlcs 


j Inspiration 


Les JEIIfnj|fL£infi puts it all together and fUls 
up the g)aps but the real thaivka goes to the 
followtng who made this issue possible 

San(4f £ll£n^ltam who takes care of all the 
oSloe work, ath^erdsing and mail order 

Fbr their regular oontributions 

J^uhit S I?acl 9 on AlEon *7. Pctlittfr' 

Fcmt Rlxon Stuart Mvmqi' 

Ann O’DHwioil 


For thafr- eontidbutlDris this issuf 


Andy OulIlcEume 
Jffguel LctempHer 

Finnic Walter? 
Jome? Hafhrtck 


Robert 4e Letter 
Daniel Yelland 
Oroeme Feimdcfc 
Kevin Coofce 
Joel Ooodioiii 


John Fbekett 


AFOIAIfGIES 


I am still extremely poor in acknowledging 
contrlbutlDns so I a^logise to eveiyone 
who has sent. In stun and thoujght It has 
gone through the wormhole. The Intention 
to reply to everyone Is there but the time 
seems to drift by. If you have not heard, 
thank you and keep watching the mag. you 
might be surprise a. 


HOW IT'S DONE 

t*AGE 6 ahLCiw«juat what you can rto with wur Atari. 
NfnAF ATARI USER hat always been created entlreb' with 
Atari e<|UlpgientK Initial^ on the XL but more lately with 
a Mega ST and. other shiT, who needa PC's or Maesl 
Hardware includes a Mega ST2 {upgraded to 4Mhj. 
SM12S‘ MonltiDr+ S&upra. :^Mb Hard DbK, a HP LaserJet 
Ul.Cltlseii 124I> printer, PhllJpa monitor. 

I3CIXE. a coupic of lOSO dlak diivw. 850 Intetl^ce, NEC 
802S printer. Principal software used la Protcjil and 
FTeel Street PuhUsher 3.0, Other soRwarc Irycludeir Ker- 
mlt. TarlTaJk, Turbe Basic and vartoua cuatem wntten 
pro^ama on the XL/XE. Amdca submitted on 'XLfXE, 
dlaks are tiaraferred amoss m the ST vlaTAKTTALK. 
Pw^grama are coded on the XE and printed out directly 
for pasting In alter the ^rpcsettlng Is r^mrpkted. All 
ma^ edltlr^ Is done with E*]:t»lcxt and pag^ are laid out 
with Fleet Street Publisher. Each page Is output directly 
Fleet Street to a HP Laae]j^et III which pdrcduces 
llnlehcd Mea exactly as yDu ace them. AH that Is icR is 
to drop In the ha tings and photos. 

Weil, ifs i»t quite as ca^ as that but you get the Ideal 


4/te- (Z iqng Wcqlf /Jcrlod some neu? rnust ql last hui not 
ivhol migihl CApert. On hollctap in jDorset lost pneruh 
u;¥ disewered a «h<ip that sotd pemstones ezruf mtheral^ 
omiNalhx Ainericanjewetieiy. They dso hod scver^zl 
quite obscure CD's qf musk li^ embnoced the MzMu# 
AnuriCon Culturv fin u sJmdor ueki to Soemi Splritf and q 
Ikten to a eouph rneam that the hotldc^ spevutbi^ morwy 
hoil to Jbf sCuiT^/lced. Thejtrs t is coUed The Mufk of the 
Grand Corij^ by filkhclat- Gurm and is tnspOv^ hy a 
lon^ visit to the Grmijd Coni/on Afon^ peopie umuld fnJ! H 
'New Age" but tt ts much mnrp tihatjust Velcwndon 
Jn Jartt tntoU^ ^vCCUcnt. The other is £^eqrn Sony b^ The 
Lltdc Wa{fjBand, haaed much mon? on sjoiFibioi chants 
but quite modem. One oj the stokers appears Co be Rftq 
Coohd^'s dou^iCer ior sisieT?) and Robbte ftohatSKsn is 
tredUed, Another eweilent one lokh one tmcle that 
strak|ht into rra/ oU time Javourlle top ten. W?ial ajoy to 
discover some neio music and: octuolijji be able to buy itf 


CONTRIBUTIONS 

Wfthtitit contributibru JFom it* rEodem,. NEW 
ATARI USER iwuld noi bepowtble. PAGE e 
luetcoms and csicauraj^ its rsaders te liub^ 
mii; ortictefl, prD^ofTu and revteuH^rpubE^ 
catkin. IVuip-canJ^ mtl:*t bc ndrmitted OA dkfe 
DT ca»ette* articles ?hauld wherever jtonsibte 
be 4ubmiEted os text JfHea an disk. We seek to 
mcourage your pm-^ipation and do not 
hoEw strict ru Ees Jbr scdim issforts. ^ somsy 
thiji0 interests you, uirite a jircigmim or orti' 
cle and submit it/ 


COPYRIGHT 


All orlglnaj ardoka. programa aind other mpterlal In 
NEW ATARI USER rcitiain the cropyright of the au.*^ 
thor ao credited. All uncredlled materfaJ Is cQ|>yTlgh.t 
PAGE 6. PermlsslDjn must be sou^t by anyofK 
wishing to repubUah any matertar Whilst we lake 
whatever steps we can to ensure ihc aucuraOT of 
articles andj^grams and the ccmicnts of adverUae' 
menls. PAGE 6 cannot be held liable for any errors 
or cleJnia- made ad^’^ertlsers. 


ATAR (Tm I* • r*d And mdallMflc of ATARI COflP. Al 
rMmwic^shwIdlbi » no1«t HEW ATARI USER I; m 
ind^pWidsnt puMcMIwi and hs« f» eoimSClIon artth Alirt W 
wilh iny bih»f emripioy or pMbiidwf. 


¥ 


EtlHohalad(lr$sx P.O. Box 54, Stafford, ST16 IDS, ENGLAND Ta. 01705 241153 
Edffor i PiMsher; Les EIHngttam • AOveiHsIng: Swdy EINngham 
Page layout Oy PAGE 6 ■ Ptinied by Dolphin Presa, FHe, Scotland 01592 771652 
HEW ATARI USER Is putllshed M-monihly on the laa Tfiusday o! iht month prior lo covw dale 
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S oiuettmes when. 1 sit down to write the editorial - usuaJly the last thing to do 
- there are burning issues to raise or obvious matters to talk about Other 
times [ have to think hard about what to say- This is one of those times! 

Over the past odupk of months things have ticked over quite satJsfactorllyK Renewals 
have come in. them have been a few contributions and the regular correspondence 
but no nasty surprises! One thing that could be better Is the orders we have had for 
the PD Lihraiy, but then we have had very Uttle new stuff and it is aU becoming 
extremely hard to And. If anyone has any public domain material we haven't used 
before^ please send It In as the PD library continues to be a major support Ibr the 
magazine. 

Contributions come in from regular supporters like John Foskett, James Mathrick, 
Andy Guillaume and others to whom 1 apologise for omitting (haven't heard from Ann 
for some tljnel][ but of course, we still need more. If you have any Interesting 
programs or ideas for articles, please have a go at writing them up. We can't 
guarantee that it will be used but there Is a pretty good chance that anything sent In 
will find Its way Into the magazine. What we could ready do with is more software 
reviews since with so little new software being released It ta becoming veiy dlfQcult to 
find anything to review. If you have some software that Is still available (for example 
from Micro Discount) and we haven't reviewed It, please write a review so that other 
owners can find some new software. If you have bought something recently from an 
obscure source, you could review that and let us know where you got it from, 

L et's get right up to date and talk about the Internet. As you will know the 
Internet and the World Wide Web Is something that I have mixed feelings 
about but 1 keep finding out about specialist pages (like Arthur G Clarke and 
The Incredible String Dandl) that J would Just love to access and, for a while, I get a 
strong desire to join In. 'Ihc trouble is. the Internet Is a bit like a credit card - loads of 
goodies that don't coat anything, until you get the bill at the end of the month! Over 
the years I have become extremely wary of anything that doesn't have the price up 
front. 1 have had some nasty shocks fi:om time to Ume! In truth I would love to dabble 
with the Internet but then again I would love to go to Dlsneyworld but 1 can't afford 
either. For the time being the Internet is like the Holiday program - loads of woritderful 
bcatlons that only other people can afford. If you are able to Join in, I wish you luck 
and lots of enjoyment with your surfing time. 


Les ‘EMngfum 
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AAiS’ae % 

^ Computer & Electronics Show 

THE ORGIMAL STAFFORD COMPUTER SI lOW - EST 1909 ^ 

^ Saturday 9 November 1996 ■ 10am-4pm 

Bingley Hall, Staffordshire Showground, Stafford 

0(f A5i0 Stafford-Uttoxeter Road - Signposted from J14 on M6 
Bus Sliucds from Stafford QR 

C 4 U 4 te tO' 

■ Computers ■ Accessories ■ Multimedis ■ Satellite ■ TV ■ 

« Amateur Radio ■ Electronics ■ Electronic Bring St Buy ■ and more 

In fQct virtuBUy everything for the ometeur and expert elikef 

ENTRANCE PRICE 

Adult - E2,5a 

* inc Show Guide 
Children under 14 - 50p 

CONCESSIONS 

DAP's. RSGQ members, 

Student Card, U04O - £1.50 
Advanced Tickets - £1.50 + SAE 

Sharward Promotions 

Organising Computer Shows since 1908 
Knightsdale Business Centre 
30 Knightsd^lo Hood - Ipswich - IP1 4 JJ 
Tel 01473 741533 ■ Fax 01473 741361 

* SubjDct to BMallBb^hky 




By compieting the voucher below and handing it tn on the door 
you can save £1 off the full Adult Entrance Price 


Name. 


Address- 


Post Code. 


(tndf^rnplkllin VbIvit □.□□□(] Ip 
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THE 

SAGA 

CONTINUES 


AUan axis on holiday in 
August and so u>as I so 
the necessary transjer 
of paper from here to 
there didn*t happen 
again. So itfs me once 
again putting it together 
but Ws you who supphj 
all the interesting let¬ 
ters so skip this bit and 
read the colunui, ready 
to be spurred into put¬ 
ting your own pen to 
paper or Jingers to 
keyboard for rtext time. 

Les Ellingham 


DISAPPOINTMENT 
AT AMS 

Our Jirst letter comes Jrom De¬ 
borah Clarke who in 
Bourne tn Urvxlnshine and 
she opens with a rnatfier 
to honw: '*Thla is the first 
time of writing to you ibr me 
although 1 hawe been a reader 
of your magazine Jbr the last 
five years. There aie two sub¬ 
jects that I want to write 
about 

Firstly chsappotntment at 
the lack of support for the 
Lincolnshire AMS. After sev¬ 
eral years of driving over to 
SLaftird for the show, some 
distance for us, we were 
rather pleased at the chance 
of a more local show, howev¬ 
er WE were extremely dis¬ 
appointed to find only two 
Atari 8-blt stands. It didn't 
take us long to look at every¬ 
thing on display so It was 
quite a short visit. Why did 
others think it not worth the 
elTort of attending? Surely the 
pubbcdly ftom any show is 
helpful? 

On a mote positive note 1 
have recently started to use 
the Internet and have inan- 
aged to find some really use¬ 
ful stuff out there. We have 
been trying to beat Ultima in 
for about the last two years 
but had come to a stop due 
to lack of Ideas. I was veiy 
Pope New Atari User 


surprised to find loads of in¬ 
formation on all the Ultimas 
on the Internet primarily 
from the USA. 1 printed off 
quite a few articles Including 
a Walkway through Uldma 
Ill' and several hints pages. 
We've tried them out and 
made huge progress - not 
cheating too much thought I 
intend to keep looking for 
more gpod old @-bit stuff and 
was pleased to find that there 
is stdl support out therel" 

T ft's a shame that you. mere 
dlsqppoinCed with the Spring 
AMSr r^bonih, hut at 
[^u got to see a. couple of 
Atari supporters. / didn't 
think that there tootdd be an^ 
there. The problem is that Un- 
cotnshire Is peroetoed b^ 
maity to be a hit but in the 
sticks' and moru/ of us won¬ 
dered mhat sort of aliendance 
there mould be at the event 
With ejrtra petrol costs and 
added Joitmey time and no 
todteatton of the Ukely attervd' 
once moni; of us thought It 
not worthwNle. Whilst the 
Bingley Hall is hardly the 
easiest place to get to. espe¬ 
cially tf you don't haue a cof, 
^tafTord itself ts quite central 
and easily accessihiejium all 
ports of the country and so 
the attendance seems to be 
quite hlph from both the pub- 
lie and exhibitors. 

As tepands the Internet this 
reolZy seems to be taking off 
mtth 3-bit folk so I hope that 


e 


anyone who Jlnds (hterestir^ 
material reyardihy the Atort 
mill report It to us so that me 
can shore the irfoTmation 
with other readers. 


A MIXED BAG 

Joel Goodu?in is a regular con¬ 
tributor and correspoivierd 
and here comments on sever¬ 
ed things jrom recent issues: 
In response to James Mar¬ 
tinis question about Sega 
Joypads (Mailbag. Issue 77) 1 
can confirm the Joypads arc 
fully compatible with the 
Atari 8-bil computers. The 
button ‘B’ acts as the trigger. 

I have not been able to read 
the 'A^ or ‘START buttons but 
the ‘C button has a peeuUar 
cJTcot on the paddle values (1 
do not recall what it Is pre¬ 
cisely). 

I would like to point out that 
my program Matchbox (disk 
bonus. Issue 76) was origin¬ 
ally intended to be played In 
Basic. The bonus side of the 
Issue disk automatically 
loads Turbo Basle so the 
gameplay and sound effects 
are too fast. This may seem 
like a minor point but the 
game was Intended to have a 
'sedate' feel and the faster 
speed works against IL 

In John Foskeu's article 
Character Set Copier and Re- 
defincr (issue 77). a fast 


method for redefining the 
character set Is presented. 
The method is llmltexl to a 
maximum of 32 characters. If 
anyone is Interested in rede¬ 
fining more than 32 charac¬ 
ters at a lime then I would 
recommend they load the 
character set from cassctlc or 
disk. This is more efficient tn 
the sense that the character 
set is not In memory twice at 
any one time (e.g. such as In 
strings or DATA statements 
and the character set mem- 
Diy) and is quicker than 
reading from DATA state¬ 
ments. The drawback is that 
you wUl need sUghdy diffe¬ 
rent versions for cassette and 
disk. 

Lastly, Just to clear up any 
inadvertent conAision I may 
have caused, contrary to 
Avrara Dumitreacu'a article 
Please Release Me (issue 77). 
Adam Billyard dkl ntot Inform 
me that he has games which 
are as yet unreJeased." 

T J cysolpg ise^Jbrpnesentlr^ 

Matohbcw in ajbrm thoi axis 
not or^truzUy IntEnded but I 
ready did not notice any dif¬ 
ference to play and as the 
other prx>g mm on the disk 
rteeded Turbo, it seemed sen¬ 
sible to boot up dye menu 
ustog Turbo, f have just 
looked or the pregrom again 
ustr^ both Tiitbo and normal 
Bask and think that you 
m^hc be UJorry tog unneces- 
sortty, as the pauses you 
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hone put tn makf the program 
perfectly playable, tojoct ! 
pr^er the sightly 'z^pter'jeei 
of the Twho laerston. f doubt 
that anyone ujouid have 
noticed but newrthotoss, the 
program should haw been 
presented as intended If any¬ 
one uhcmts to run MotchboK 
from Basic.Just use the menu 
on side J of the disk ta ‘Go To 
Bask', flip the disk and type 
in RUN ''D:MATCHBOX.BAS', 


TECHNICAL STUFF 

Our plea last issue for read¬ 
ers to write in os soon os they 
can certatofy spiored Mifee 
Bolderstone into acticn. He 
received hls issue 77 at lun¬ 
chtime and. dashed this letter 
off the very same day/ Mike's 
motn topic addresses Che 
technical side of things: "Yes, 
Brad Rogers^ I'm sure that 
there is enough interest In In¬ 
terfacing PC hard disks, and 
3.5" floppy drives, with 
BOOXL's and 130XE's to be 
worth publls hing all available 
details, and prices ff known. 
There must be hundreds of 
PC hard disks of less than 
100MB and 720k 3.5** drives 
(not to mention S.2S" drives) 
which are on the second¬ 
hand market because PC 
owners have updated their 
systems. 

We also need to know exact- 
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"iy which types of each sort of 
drive to look for at the many 
computer/ham radio fairs 
about the coimliy, and how 
to Identify them, [f what Brad 
appears to be saying (l.e. that 
these Interface devices can 
handle more than one drive 
at a ttnte) then It could really 
be the answer to our prayers, 
imagine your 800IXL hooked 
up to a &0Mb hard disk, a 
720K 3.5” and a 5*25” drive 
all at once! What about CD 
ROM and WORM drlvestl! 

Seriously, 1 for one would 
like to sec more technical de¬ 
tails of some of these possibi¬ 
lities, for 1 suspect that while 
most of us cannot sort out 
the complodtles of disk 
drives, there must be many 
of us who, like myself, work 
in electronics or allied trades 
and are pcrfcctfy competent 
to make up cables, assemble 
printed circuit boards from 
kits or parts or even PCB 
plus pacts list, and fit disk 
drives and power units Into a 
perfectly proper and safe 
housing. Of course, 1 realise 
that a niagaslne such as P€ 
(sorry, NAU) must cany dire 
warnings about such activi¬ 
ties, and nobody who Is not 
fully competent should mess 
about with mains voltages: 
nevertheless* there Is a lot of 
pleasure and satisfaction the 
be had from this aspect of 
our hobby. 

Many of the articles and Ict- 
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ters tn lecent Issues have led 
me to wonder If the popularly 
perceived gulf between and 
Atari S-blt system and the 
earUer versions of the PC Is 
as great as we have come to 
beheve. For example. Just 
how close Is an Atari DOS 2.0 
single sided single density 
disk to an MS-DOS single 
sided single density disk* and 
are they cross-readabie'? We 
only need a real PC interface 
expert to answer a few ques¬ 
tions of this nature* and to 
supply Interface tdrcult basic 
details, and I am sure that 
firms like Micro Discount wtU 
be pleased to suppfy finished 
Interlaces or even kits for 
those unable or unwilling to 
construct their own. Whatev¬ 
er happened to Len Golding? 

I acquired around Christ¬ 
mas a second-hand IBM F^/ 
2 55SX (386}. which has only 
a 30MB hard disk and a 4MB 
extended RAM* which I'm 
told isn't even enough for 
Windows 3.1; but then Tm 
not sure that I even want to 
spend the money to try (for 
fxrtaln. in vain!) to keep up 
with the pc world, kfy main 
Interest in computers, and 
what first gat me hooked. Is 
the chalknge of program¬ 
ming; and apart from the 
convenience of word pmees- 
stng, spreadsheets, and simi¬ 
lar useful applications, this 
remains rry main Interest. 

[ would like to be able to 
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work at 8-blt tasks on the 
PC, if only to use those odd 
moments and breaks at 
work, as now with this letter, 
but It needs the ability to 
transfer at least unformatted 
text flics between Atari and 
PC. and between 5.25' and 
3.5" disks, particularly if Les 
Is to use them for the mag. 
Before 1 lash out real money 
on PCXformereto* I want to 
find out predsefy whether it 
wtU do this, and tf It wUl allow 
my grandsons to play all 
those games off the P6 issue 
disks, before starting them 
on pro^mniing or whatever 
takes ihelr fancy* 

It looks as if In the PC world 
at least. BASIC in its newer 
forms such as QBASIC and 
Visual Basic is becoming an 
Important language for prog¬ 
ramming (or "customising') 
within applications, so all the 
hours spent struggling with 
any version should be to 
some advantage, in spite of 
those who have in the past 
decried It. 1 have found it re- 
lattvcfy easy to translate and 
move relatively complex prog¬ 
rams of the ■'Input data:Cal- 
culatc results: Print Output” 
type between Atari 8-blt, 
BBC-B and PC standards; 
the only tedious part being 
the Inability to tmnsfer Hies 
rather than relype them. 

So far I have totally failed to 
find any sort of PC magazine 
which caters for my sort of 


Interests as ou dined above* 
unless any reader can help? 
Perhaps Les might start a PC 
section with an emphasis on 
pragramming to make the 
most of popular applications. 

like PCXformer'r 

r Thojiilcs, Mike^ for some 
IntenesUfig comments which 
m^ht spur some debate from 
other readers, i hone ntuer 
recif(p seen the need Jar ang 
tnteraetion. betxjfeen the S-hit 
and the PC, hauii^ never had 
access to a PC, but I am be¬ 
ginning to be conolFced that 
there coufd be quite a wide 
interest in such matters, espe¬ 
cially as many people now 
seem to hone access to a PC 
at li/ork If anyone loartts to 
start up a coiumn on VC mat¬ 
ters' please Jet me knoio. One 
Small paint that many readers 
m^ht Jlke to know Is that I 
can accept articles and letters 
on 3.5' disk formatted tolth 
MS-DOS prouded that the 
disks are /omtatted in 720k 
density lis this single density 
an the PC?) and not In h^h 
density* AnythMp submitted 
an 5r25‘ disk £s trons/eired 
OLvr to the ST anyway and 
submissions on 3.5" disks 
sare a little time. Keep it to 
text onlg though, as I can't 
transfer pTograms back to the 
8-htt 


TO P D 

OR NOT TO PD? 


JVbt a great deal of response 
to the Idea of moJrif^ commer- 
claJ sqftiooje available In the 
puhitc domfzln but ourjbst let- 
tor oornes from JCeuIn Cooke 
uiho has theJbJJoLLifr^ to sag: 
In response to Brad Rogers 
and Les's debate over making 
commercial software into PD 
- there are so many pmblcms 
which would first need to be 
discussed at great length, 
Flrstfy comes the legal argu¬ 
ment. Although the programs 
may not be currently avail¬ 
able, the fact remains that it 
Is still someone"? copyrighted 
soltware. If people want It 
enough to copy It, then sure¬ 
ly there IS a market albeit 
tiny compared to today's PC 
markets. 

Wc then have the question 
of which software can be 
copied and which Is ''out of 
bounds”. Who would decide 
this? who says that the soft¬ 
ware Is definitely not being 
sold somewhere and that 
copying It will not deprive 
someone of the profit that 
they deserve for supporting 
the 8-bit? For example Derek 
Fern, Richard Gore. Page 6 
etc, have all, at some time or 
another, found stocks of "'un- 
avatiable software". Then we 
have the question of who 
Page G's New Atari I7ser 


would distribute this soft¬ 
ware. A business supporting 
the 8-btt could not do so In 
case of any legal action and 
so the task would be left to 
FKiTTnal users, But, let's face 
It, If a game has been un¬ 
available and people wanted 
it* many users would have 
already copied It anyway* Pi¬ 
rates do not require an "olB- 
claJ approvar to copy things - 
if they want the software they 
copy It anyway. 

Another pmblem Is that* If 
people can get "free" older 
software [much of which Is 
still very good), how long be¬ 
fore they stop buying new 
software? And if people can 
copy older software* how long 
before they start to copy new 
software as well? Don't get 
me wrong, ["m not necessarily 
against the Idea of oopytng 
older software but 1 can seen 
some big problems with the 
Idea.” 

T Somf interesting thoughts 
from Keotn here but ifeel that 
making older software Jreely 
aoalfabfe tuUI help to support 
thosf currentiy seJilrig soft¬ 
ware lather than hanmif® 
th^m. Why? Wdl, J O years 
ago several hundred pieces of 
sqftxjvare a year mere being 
released and there was 
enough ixirietg to sat^fy any 
Du;ner, there mas aliDOys 
somethtrig you hadn't tried tf 
you fancied a new piece of 
softmare and very few people 
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any) had every piece of 
software available^. Nowor 
days onli^ a handjid of 
new ppagrams a year it ts per¬ 
fectly ffossible to own every- 
thing cunendy aoaiLahle and. 
sdH ijMTil more. When you get 
Id thol there is no¬ 

thing more you can buy, you 
stojt to get bored and 
perhaps move onto othf r 
thirds, Ilfcp a pc? Eoery 
someone mows ax4>ay_/iwi 
the Atari there is one less cus* 
tomerjbr whatever new soft- 
loore might come along next 
year. If htaujreds of 'obsolete' 
programs were to become 
avadable on the PD scene 
chert chls might encowxige 
people to stick loiCh Che S-bit 
and then^ore remain poten¬ 
tial customers/or future neio 
releases* Who loses? 

How about another view. 
this time from James Austin 
u>ho sayst "As to whether 
commercial software should 
become PD ... yes! PROVID¬ 
ING It la not available from 
any other source. This 
should exclude any new soft¬ 
ware and software still avail¬ 
able from places such as 
Micro Discount and DG5. 
This proposal could prove 
useful In reviving sources of 
long-lost software but should 
not be aUowed to become a 
piracy free-for-all tf It is intro¬ 
duced. If it Is, the losers 
would be everybody In the 
10 


Atari scene. The last thing we 
want to do is close down the 
few remaining Atari re¬ 
tailers." 

T You fovKU, this is a suJj^t 
ideally suited for filscussion 
on the /ntomet, maybe it 
oireody is? Abnost czll of the 
CDiryTonies or indtoiduols u;ho 
oujn the rights qf 'obsolete^ 
Atari software could he con- 
iacted by someone^ som^ 
luhere, on the Irdemet and 
couldpost uvitton permission 
for free use qf their software 
on a special page. Does any¬ 
one know tf this hc^pens on 
any qf the varloiLS Atari 
fonumSf or how about sewne- 
one rotsir^ the tc^fc for dis¬ 
cuss fort? 


MORE ON JOYPADS 

ffeutn Cooke also corxfirmed 
that the Sega Joypad can he 
usfd UJdh the Atari, tn much 
the same way as Joel Gcod- 
uitn but also recomir^nded 
the Cheetoh BioIUsdck fujhich 
we reviewed some time ago). 
He has tuto ortd say they 
have given great serutoe. 

James Austin also soys that 
the Segajoypads uorJe but 
says to be carefid not to force 
the Joystick: coruieetor Into the 
ports as the connectors only 
how Small holes and do not 
push fully into the ports. 
James also says that theore- 
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ttoolly, Che Itftle Jknouin Sega 
mouse could also be used 
Lt>ith on Atari and uxsnders tf 
arufone has trfiEd iL 
Finally, Daniel Yelland Jbrm 
Stq^rd sezys that he owns a 
MeyaZ>rtoe os u>eli as his 
Atari and he uses the MegaD- 
rive Joy stick for both 
machines. The 'B' button is 
oyain the fire button. 


TEXTPRO 

James Austin from Sitting- 
bourne in Kent has some in- 
formation that might be qf use 
to those of you who ore fol¬ 
lowing our TextPRO series: 
"Regarding the TextPRO Mac¬ 
ros' series currently running 
In the magazine 1 give he re 
updated Information on the 
macTio commands featured In 
part 2 of the series In Issue 
77. May 1 also Inform you 
that TextPRO Is Indeed Pd. 
Regarding the Informadon In 
Current Notes, the 'share¬ 
ware* aspect of the program 
Is that the author doesnt dis¬ 
tribute the program except to 
registered users. These users 
arc, however, allowed to dis¬ 
tribute it freely to everyone 
else. 

Version 5,0 of TextPRO has 
se%'eral changes In Its macro 
csminands from version 
4.56XE macro system, which 
is currently being covered In 


the magazine. 

There is supposed to be a 
change In the function of the 

[E5C]<(CONTRO LL[M ]> 
macro key but the docume¬ 
ntation on version S doesn't 
say exactly what it Is! The 
other major change Is with 
the |ESC]<[GONTKOL]_[Pl> 
macro key. This macro key In 
version 4.&6XE and earlier 
versions was used on^^ prior 
to CONTROL_Y Load com¬ 
mand. Inversion S.O this key 
is used to perform selective 
branching of a macro when 
certain logical conditions are 
met. 

When used prior to the load 
command It behaves as it did 
in earlier versions, branching 
immediately to the prc-selec- 
ted macro key In the newly 
load macro. When used prior 
to the 'ASK Y/N’ command 
(|ESCi<ICONTROLLlA]>) it 
win branch to the pre-selec¬ 
ted key tf the answer Is nega¬ 
tive. If there is no pre-selec- 
ted key the macro will ter¬ 
minate. When used prior to a 
load (C0NTR0L_L} command 
the macro will branch to the 
pre-selected key If there is an 


incximplete load, in other 
words if the message Tinks 
Active" comes up on the com¬ 
mand line after loading. 

When used prior to a delete 
(CONTROL_DJ or find (CON- 
TROL_F) operation the macro 
will branch to the pre-selec¬ 
ted key If the string is "Not 
Found^ 

T am Just sending this Info 
in to tiy to complete the pic¬ 
ture regarding the macro sys¬ 
tem in later TextPRO versions 
and also to help anyone who 
Is finding that version 5.0 Is 
not beha%lng exactly as It 
should do after trying the 
samples in the articles. 

Has anyone got Information 
on version 5.2, or Indeed a 
copy of it?" 

And yet again we reach the 
end of another Mallbc^. 

Please keep your letters com- 
tng in response to this Issue 
and start raising some neu: 
topics. Don't let oH the in- 
terestir^ stitff get lost cn the 
Iniemet there are still a lot of 
us loho don't have access, 


WRITE TO US! 

Air you views on all things Atari or help 
y'drtir fellow iisena wi th their queries. Say 
aomrihlnS controversial, or hclpfiil, but 
above all say It In writing to the Atari 
world- The addrCTs Is alon^ldc. Do It 
nowl 


MAILBAG 
NEW ATARI USER 
P,a BOX 54 
STAFFORD 
ST16 1TB 


BACK 

ISSUES 

Back issues of 
NEW ATARI USER 
are still available 
from ISSUE 31 
up to ISSUE 77 
except for 
the following 

ISSUES 12 and 35-SOU) OtIT 

ISSUE 

DISKS 

All issue disks 
from ISSUE 14 
ONWARDS are 
still available 

DOJVTFORGET/ 

ISSUE DISKS 
1 to 13 

now available! 

Check tke Accessoiy 
shop order form for 
farther details 
and prices 
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PROGRAMMING 


THROWING A 

WOBBLER 


More great 
programming 
tricksfrom 
Andy Guillaume 


DATA for the effect. Now do a NEW and type 
in any [or all) of the effect routines. These give 
different styles to the movement Save each In 
UST format te. LIST "D^StNEWAVE. WOB" 
and Fte-load the main program. Next merge in 
the reqvdned effect routine, e.g, ENTER 
'■DjSINEWAVE.WOB", and RUNl! 

HOW IT WORKS 


h, Nd. Somcbfxly's switched my 
monitor stand, for a plate of Jellyl It 
must be those pesl^ Allens again - 
theyVe probably come from Comet Hyakauke, 
Time to call "you know who". Wait a minute 
(Allen Warilcct False Alarm), It’s on^ my 
Wobbly screen demo! 

This Is a version of the Wavy-scioen effect as 
seen tn many European demos. This one Is 
very simple, Intended only to demonstrate the 
method, but It looks quite nice aJJ the same. 
The effect here takes place on your normal 
GR.O editing screen, so you can type in. list 
pjograms or even do a Disk directoiy while 
the screen moves around (tn a stmllar way to 
my BOUNCE program from NAU #65), 

Type in the main program and SAVE It as 
"WOBBLER.BAS", If you RUN this now, you 
will get an ERROR- 6 ?DATA AT UNE 160. 
This is because you must provide some more 


A New Display List [DLj Is created by the 
program (lines 90-130). This consists of two 
112's for 16 blank lines at the top of the 
display. Then a 1124126 which sets the first 
DLl call on the next blank line. Next comes a 
list of 24 (one for each GR.0 line) sets of three 
bytes. The first byte sets GR.O, Load memoiy 
scan. Horizontal scroll (i.e. 2+64+16^^62), and 
DLI enable (+12@). The next two specify the 
address for the screen data per line. After 
these the 66 means Walt for VBLANK and 
then comes the address for the New DL. NDL. 

The DU Is called on each line and sets the 
scroll register from a set of data stored at 
SCT. Each time the VBl runs (after each 
screen frame has been displayed) the data at 
SCT Is moved down a byte sc that the move¬ 
ment Is transferred down the screen a line at 
a time. The new value for the scroU register at 
the top line of the display is taken from the 
effect routine DATA statements (you can sec 
this in the Assembler listing). 

The program itself Is pretty self-explanatory- 
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EX ] ROi IMHKttttHllltittHllllittHlIIttllHlItttttt 


UQ 2 REM N ^BBLER « 
SO 3 REN t by Guinaune M 
HB 4 REN #---# 


EY 5 REN I m ATARI USER - SEP 96 fl 
PC 6 REN 
AY li REN 

SD 45 REM SfituD pQintgr& 

AB 5e NDL=4585iiDLI=$eilDiVBl=*ii33 
MY 6B CLM=$8A0iiTMR=$iiBl!inME=l8Al2:CU 
\ SCT=^B^S85! DAT=i86?« 
m 45 REN Poke in OLI and UBI code 
XL 78 RESTORE IBlBiFOR H=DLI TO m-AiiK 
AD BiPOKEN,B!NEXT N 
Bl 75 REN Setup CR Node I 
FZ 88 GIMPHICS XB ;Sa^P£EK( 93)! PM 731, 
7.1 

85 REM Hake nai Display List 
LV 98 POKE NDL,n2!P0KE NOL+5il,H2iPOKE H 
DL+X2,248rPP=NDL+Jt3 
YL 188 FOR TG 23 
(K 118 POKE PP,82+128!DP0KE PP+Xl,SCN-X 
2iPP=PP+5f3:SCN=S(JJ+4ft 


WT IZS NEXT N 

m 138 POKE PP,45iDP0KE PPtKl,NDL 
RQ 135 REN Initialise toiables 
!U 148 POKE CLINE,^8:PQKE ™,Xl!P0KE RTN 
E,XI:PGKE CEI?,^8 
n 158 POKE m^A% 

ML 155 BEN Poke in DATA table 

168 RESTORE 2018iFOR N=DAT TO QAT+PEEK 
(mX)-Xl!READ BiPOKE N,0!NDfT N 
AL 165 REM Start HOBBUHSl! 

ZC 178 DPDKE S46|^BI:DPGKE 512,DLIiPI]KE 5 
4286,192:DP0K£ 568,NDL 
DH 1888 REM BLI h Code 
GN 1818 DATA 72,138,72,174,8,6,189,5,6,14 
1,18,212,141,4,212,238,8,6,184,170 
UF 1028 DATA 184,64,72,138,72,169,8,141,8 
,6,286,1,6,288,42,173,2,6,141,1 
TR 1138 DATA 4,162,22,189,5,6,157,6,6,282 
,16,247, 174,3,4,189,112,6,141,5 
DP 1148 BATA 6,238,3,6,173,3,6,285,4,4,28 
8,5,169,0,141,3,6,104,170,184 
FC 1858 DATA 76,224,192 


Underline = INVERSE CHARACTERS * [ } - CONTROL CHARACTER ^ ; INVERSE CONTROL + CHARACTER 


Because of the Interference between the Key- 
Click and the WSYNC timing. I've turned off 
the Key-Click at line SO {location 731). The 
screen and DL Is Setup as described above, 
CUNE and CUR are reset at line 140. Tb alter 
the speed of the effect, change RTME to the 
required value, with a 1 meaning every VBI 
lalso line 140) . The number of DATA bytes in 
the effect routine is set with MAX at line ISO. 
Notice that the effect routines change line ] 50 
to give the correct number of bytes. 

The flrst screen location is subtracted by 2 
(line 110) to give as normal a look as possible 
to the screen. This Is due to the scroll register 
moL'lng data ONTO the screen as It is in¬ 
creased from 0 to S, so the offset shifts the 
data (when at OJ Into a visible area. Also the 
value of the Left-Margin {location &£) Is Im¬ 
portant, At default, 2, the screen looks OK, 


Poke It with 0 and you wUl see the screen 
move off into the offset 2 bjrtes mentioned 
above, and these two move onto the end of the 
preivtous Jlnel Like 1 saJd» It only looks good 
because this Left-Margin gap Is what is scrol¬ 
led onto the end of the previous line, leaving It 
blank. The two lower case p’s you can see 
being scrolled onto the end of the last line of 
the display are the data stored above the 
screen display. These are locations 49152 and 
49153 which you can't alter due to them 
being in the OS-ROMl You couM alter the DL 
to look to any part of ihc mcmoiy though. 

You can put 9‘s Into the data bytes for the 
effect but you will see the right-hand end 
pixel of one line appear at the start of the 
next. Any number above 9 seems to somehow 
alter the mode line displayed and usually re¬ 
sults In. a crashi 1 think this is something to 
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US IH POKE WX,112 
PF 2890 SEH RIPPLE 

GB 2818 DATA 4,4,4,4,4,4,4,4,4,4,4,4,4,1, 
4,4,4,4,4,4,4,4,4,4 

K 2828 MTA 4,4,4,4,4,4,4,4,4,4,4,4,4,4, 
4,4,4,4,4,4,4,4,4,4 

SH 2838 BATA 4,4,4,4,4,4,4,4,4,4,4,4,4,4, 
4,4,4,4,4,4,4,4,4,4 

HU 2848 DATA 4,4,5,4,4,7,7,7,E,S,8,9,8,7, 
7,7,4,i,S,4,4,3,3,2,I,I,1,8,8,8,8,8,8, 
8,1,1,1,2,3,3 


RnvLB.w<m 

THE WOBBLE 
EFFECTS 


R2 IS8 POKE me,48 
PR 2888 REM SIHEUWE 
WL 2810 DATA 4,4,5,4,6,7,7,7,E,8,3,8,8,7, 
7,7,4,i,5,4,4,3,3,2,1,1,1,8,0,8,8,8,8, 
8,1,1,1,2,3,3 


Sin£WAVE.WQB 




TU 158 POKE FKX,14 
IX 2888 REM TRIAHSLES 
HF 2818 DATA 8,7,4,5,4,3,2,1,8,1,2,3,4,5, 
4,7 


TRHNaLB.WOB 

Save these in LIST Jormat, LOAD 
main program and ENTER the effect 
desired before RUNning 
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do with the width of colour-cloclts acted uponi 
by the scraU register In each particular mode. 
Set too hl^ a value In a particular mode and 
ANTIC can't cope. 

It's easy to see how to create other effects 
using the same DU but a different VBI, by 
afteiing the way that the VBI manipulates the 
scroll data. You could make the DLl Load new 
screen addresses [from a table In the same 
way as the scroll data) into the DL each time 
and change these within the VBI as wcU, to 
give a wider range of movement across the 
screen. 


THE WOB FILES 

The Individual effect moutiiies are given as 
type-tn listings and are ajsto on this issue's 
disk. They are as follows; 

SINEWAVE»WOB - Quite obvious reallyt 

SMOOTHERfWOB - A smoother Slncwavc. 

TRIANGLE^WOB - Triangle waveform. Try 
changing RTME to slow it down a bit. 

RIPPLE,WOB - Lines 2010*2030 keep the 
lines at a central position. Line 2040 then 
cause a Slnewave. 

BLIP,WOB * Lines 2010-2030 keep the lines 
at the right-hand Itmlt. Line 2040 puts a 
quick triangle wave in. 

WOBBLE,WOB - Gives a Slnewave motion 
that starts with a large amplitude and gets 
smaller. 


THE ASSEMBLER 
LISTING 

Only two sTTiall routines are required, a Dis* 
play List Intcrmpt (DLI) to set the scroll regis¬ 
ter as required per line and a Vertical Blank 
Interrupt (VBI) to update these values. Equ¬ 
ates used are XITVBl which gives the point to 
Jump to after your VBI Is finished, WYSNC 
which is used to make the change in the 
Scroll register at the END of the current 
screen Itpe and HSCE^OL which Is the Hard¬ 
ware Scroll register. The code starts at 1536 - 
Page 6 as ever - with the first lines reserving 
some bytes for the variables used within the 
routine and the table of scroll values (24 
bytes l.e. 0 to 23). The DATA for the effect 
routine will be stored after the code routines, 
so DATA Is set at (tne 580, You onfy use this 
as a pointer so only one byte Is reserved. 


THE DLI 

The first thing that any D LI should do is to 
save any CPU Registers (A, X or ’V) that will be 
used within the routine. Push these to the 
Stack as on lines 160-180, The DLi Is called 
on eveiy screen line, 24 for GRO, so the first 
thing it has to do Is determine which line it's 
been called on. This Is where CLINE (Current 
screen Line) comes In, This is used as an 
index Into the table of scroll bytes at SCT, the 
required value being loaded Into the X regis¬ 
ter. After the byte Is retrieved It Is first stored 
at WSYKC to force the processor to wait until 
the end of the current scan line before pro¬ 
ceeding with the next Instruction. If you look 
carefully at any Inverse blocks on the screen 
while the routine Is running you can see 
where the top pixel line lags behind, due to 
each GR.O line consisting ofdght scan lines 
and the WS’YNC effect acting upon the top 


6*5 JVeuj User 


15 

























If {HOBBIER 
26 ;By Andy Guillaufie 
36 iHarch 19H for mU 
46 I 


56 

|LiI Exit to DS 

68 NSM>54282 

iWait ^or 8YHC reg 

76 HSCRDl=5427A 

jflariz Stroll reg 

86 

1=153^ 


n CLINE M*] 

couiitfr 

6166 

TlHEfl 

;yBJ Tiner Ccunter 

6116 

RTIKE I=!H 

;yfll Tiiwr Resft 

3126 

CURRENT M+1 

jPointer into DATA 

6136 

mim 3f=)(+l 

;Nmber o-f DATA 

6 Ml 

SCT l=h2A 

jScroll ttble 

3156 

DLI 


mn 

m 

;Piisti A 

6176 

m 

;X into A 

3186 

PM 

jPu^h A 

6196 

LDX aiNE 

;Gst Hno nunber 

3216 

m scT,x 

jGet scroll byis 

6216 

CTAMSTNC 

;Hait for SYM! 

3226 

m HBCROL 

{Update scroll reg 

6231 

INC CLINE 

jNext lire 

3246 

PLA 

{Pull A 

6256 

m 

jA into X 

62^6 

PLi^ 

;Pij11 A 

3278 

RTI 

{Return -fron DLI 

6286 

m 


3298 

PM 

{Sdfve A and X sane 


6366 

TXA 

|is DLI does 

3316 

PM 


oa 

LDA 66 

]3 into A 

6336 

STA CLINE 

;Reset Une ninber 

3348 

KC Tints 

{Peertise Tiner 

3356 

BNE EXIT 

jif <) 3 then EXIT 

6366 

LDA RTIHE 

;Get Tiner Reset 

3376 

STA TIMER 

{Store at counter 

6381 

LDX 822 

;22 bytes to copy 

6396 COFYLODP 


im 

LDfl sin,x 

;Bet byte 

I41> 

STA satljX 

jStore in next loc 

3426 

DEX 

{Decrenent X 

6436 

BPL COPYLOOP 

jH >-l Ihen LOOP 

6446 

LDX CURRENT 

;Get DATA pointer 

3456 

LM DATA,X 

{Get byte 

§4«l 

STA SfTf 

jStore in line 6 

1476 

INC CUKilENT 

{Jncreise pointer 

6436 

LM CURRENT 

{Get pointer 

6496 

CMP mim 

;At last line? 

3566 

8N£ EXIT 

;H No then EXIT 

8516 

LDA 86 

;3 into A 

6526 

STA CURRENT 

jReset pointer 

8531 EXIT 


6546 

PLA 

{Restore A and X 

3556 

TAX 

{as before 

65^6 

PLA 


6576 

JHP XlTVBl 

{Continue OS U8I 

6536 DATA MH 

{Store tor DATA 


scan line. 

The byte Is then stored to the Horizontal 
scroll register fHSCROL) which actually 
movea the scan hne. CLINE Is then Increased 
by one (line 230J so that at the next DU call It 
knows that It's at the next line. The registers 
arc restored and the routine exited using an 
RTl - Return from Interrupt - tnstructkin. 


THE VBI 

A VBI Is called every Umc that the screen 
dlspl^ has finished being updated so ts use¬ 
ful for changing anything on screen Brnoothly, 

IQ 


as the action occurs between screen frames. 
The reglstera are saved as before, even though 
this Is not really necessary but is done here 
for completeness. CUNE ts reset [lines 
320-330) and the Timer Dpuntcr Is decre¬ 
mented (Une 340). If it has not reached zero 
yet the routine Jumps to EXIT to finish the 
VBI and carry on. If zero Is reached then the 
counter is loaded with the Reset value to 
re-start the Tiiner (Unes 360-370). 

The scroll table data is then moved up in 
memoiy with the COPYLOOP routtne. X is 
used as an Index and starts at 22. This Is 
because you must start at the end of the table 
and work backwards storing a byte in the 
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MICRO DISCOUNT 

265 Chester Road, Streetty, West Midlands. B74 3EA, England 
Tel: 0121 -353-5730 FAX: 0121-35M 669 
Intemet/e-mall: 10175S.2443@'contpuserve.coiTi 

NOW AVAILABLE 

Catalogue No. 18 - price £1.50 

40 pages of software and hardware 
including PC XFormer 3.6 on CD ROM 

+ 

the "POOL DISK" CD ROM 
containing 600Mb of 8-bit PD software 


YOU j\LL AT AMS 


next highest location [l.c. byte 22 goes Into 
byte 23. then byte 21 goes Into byte 22 etc.) - 
lines 400-430. Note that I've used a BPL be¬ 
cause 1 still want to Jump back when X Is 
equal to zero (Une 430). 

After the bytes are moved up in memory 
[which is down on the screen!), the top line Is 
updated with the next scroll DATA for 
whichever clTcct routine your using. X is 
again used as an index [from the CURRENT 
pointer) into the DATA area, so this is limited 


to 256 bytes in length. The byte is loaded and 
stored at SCT (Ihits 440-460). The CURRENT 
pointer into the DATA area Is then updated to 
look at the next byte and compared with 
MAXIMUM to sec If it's reached the end or not 
nines 470-490). If it hasn't you jump to EXIT 
again, if It has then reset CUFtRENT to 0 
(lines 500-520), 

Upon reaching EXlTt you simply restore the 
CPU registers and jump to the VBI exit point - 
which is the start of the OS VBI routine. • 


STJJNNING DEMOS! 

On this issue's disk you'll Jind some stunning deinos/ram Andy which use the techniques 
oudined in this article. Thejirst Is PSTCHO UNES which creates amazing, ptdsatirg patterns 
on screen sim£lar to some of the screen savers used on the PC. You can set various 
parameters to tr^ and create ycum oiun ejfects orjust let the program choose the ejfectsfor 
you* Either way the ejfects are superb. 

BIG WAVER is a really psychedelic picture mover that wHi take any standard picture and do 
ujemd and wonderful things niith it Perhaps the best demonstration ts the Vlsibnaire 
Software Ugo whkh is stretched and distorted into unimaginable shapes in a constantly 
pattern The effect te mesrn^rtslng. Check it outl 
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PROGRAMMING 



Andy Guillaume has 
some routines that 
you mightjind use¬ 
ful when you wcmt to 
include pictures in 
your games or 
programs 


T his program aUows you to load and 
save In Atari VertlceLlly Compressed 
(VC) foTiTiat [as used by Atari artist 
and several other programs) and standard 62 
sector format with options for Colour bytes 
and Data offset distances. This means that 
you can Load/save any format In several 
Graphics modes. 

From the Main menu, use the following keys: 

L Load VC flier A disk directory is shown for 
the current ftlename c)ctender(sce below]. 
Enter filename only or press Return for 
the menu. 

S Save VC file. Enter filename or hit Return 
for the menu ag;ain^ 


F Set Ftlcnajne extender, lype In letters for 
the required extender, and press Return. 

G Set Gmphlcs mode. Type In the required 
number. Lcg^l inputs are 9 h 10 ,11 ,24 
(8+16) and 31 (1&+ 16J. (All 76S0 byte 
modes) 

V View picture. Shows picture in current 
OR mode and colours. Any key to return 
to the menu. 

C Set coktur Registers. Current values are 
shown for all nine registers. Press 0-8 to 
select a register to alter, and type tn the 
new value. Fhess V to view the picture or 
M for the menu. 

O Load standard format file. Disk dlrectoiy 
shown. Type the filename or press Re¬ 
turn for menu, 

A Save standard format file. Type the ' 
filename or Return for menu. 

D Number of Data offset Bytes, If the 

picture Information docs not start at the 
beginning of the file, you may spcdly up 
to 7680 offset bytes. These will be skip¬ 
ped and then the following bytes used for 
data upon loading, 

B Number of Colour Bytes. If colour regis¬ 
ter information Is needed, you can spe¬ 
cify up to 9 bytes to be loaded or saved at 
the start or end of the file, and an offset 
Into the colour registers. The first prompt 
Is for the number of bytes at the start of 
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TIPS 


by Robert de Letter 


One common problem is restricling keyboard response to a selected nurriber of keys such as Y and N 
for yeas and no answers. Normally you would use: 

GET KEY: IF KEY <>&9 AND KEY <>78 AND KEY <>65 THEN GOTO .... 

The problam with this is that you need to look up the ATASCII values of the keys and if there are 
several responses or you w^t to trap lower case response as well the statement can get quite 
unwieldy. 

Instead of this use: 

REPEAT: GET KEY: A=INSTR{"YNATCHR${KEY)):UNTIL A 
The beauty of this is ^at you can easily arid the keys you want Into the string with little effort. 

This tip from Robert leads on to a follow up which will also sa^ you tirne and mentoty. Normally you 
would follow up the the first statement by something like; 

IF KEY = 89 then .... 

IF KEY = 78 THEN . .. 

IF KEY = S5 THEN ... 

but you can take advantage of the value rehjmed to A by potting the action you wish to be taken on, 
say, lines 101,102 and 103 then simply stating on your next line after getting the key: 

GOTO 100+A 


the file. I.e. before the graphics data. If 
the colour bytes are stored after the 
graphics data then enter a negative num¬ 
ber. The next prompt Is the offset Into the 
registers. This number Is added to 704 
(Reg. 0 Address) to give the load address 
for colour bytes. 

For example, MlcropaLnter uses 4 colour 
bytes at the end of the file with a register 
offset of 3, Ht!we\'er, notice that the back¬ 
ground colour is first then the three play- 
field colours, and is thus loaded to and 
saved from register 707 (704+3) tn the 
program. Just copy the value to and from 
register 712 on the Set colour regt&lers 
screen after loading and before saving to 
maintain compatibility. Type B, -4 <Re- 
tum>, 3 <Retttm>. Screen shows: 4 at 
End >R3 

NB. Data and Colour offset bytes are only 
used when loading and saving standard [Un¬ 
compressed) format files. Values set are 
Ignored when handling VC files, as all nine 
colour bytes are stored automatically . Any 


Data offset bytes are always read first then 
any Colour bytes. 

I took the VC routines from Flower Garden 
on the Issue 61 disk, these were very messy 
and In arrays. I don’t like this method and 
Just saved the array contents to disk, a Iltdc 
tinkering about later and 1 think you’ll agree 
that my routines are much much better. 

] also disassembled them but the compac¬ 
tion method Is quite complex so I’ll skip ex¬ 
plaining it but It works fine in this Incaraa- 
tlon. Program breakdown Is above, also look 
at the disk directory routine. (FILES proce¬ 
dure In the program} 


THE LISTING 

Picture Compression is a long iCstInif 
lohJch Kwuld ta3ce over four pages to 
print. It fs ^ereforv on thDs issue's disJk 
read]/ to run oiul also avaJilahie on re¬ 
quest as a Typo-coded listing to type ih^ 
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It’s 


The TIPSTER 


Tfc time W€ fmve ad kinis and 
tips ifuit wt promised at tfU end of tkt 
Cast issue. *Tke cupboard is nett} bortj 
e^pt.... tkat james Odatkrick^kas sent 
in a couple of pages of stuff that tot 
wdl use ncT^ time. ^Ihonks james. ^ to 
ike rest cf you, don't just sit on your 
kfiyboardsf Cets kave someiking for tke 
ne?[t one. 



VIVE LE TIPS! 

Some ve!ry w«]corDe tips^ from, across the Chad’ 
del (or through the ChundeL) come from Miguel 
Letemplier id Fradce. 

SPEED HAWKr Press Shift and ESC 

for compkte invidcibility 

YOGI BEAR AND THE 

OK£Kl^ ASONSTDRl During the 
intro screen again press SELECT+OFTION’ 
+START simultaneously and press the trigger 
on joystick 1. Then release all keys and enjoy 
unlimited Uvea! 

CAVERNIA: Back in isaue 71 a tip sup¬ 
plied by Richard Gore and Ivan Mackintosh 
says that typing STEVIE NICKS makes it 
possible to jump to the next level but what they 
don't tell you is that typing in TAMS IN en- 
ahlea you to start directly from level S. 

Merci beaucoupp Miguel! 


A TRIO OF 
TASTY TIPS 

DfftM Yefiand livQi just bowi the roed from The 
Tipster in Stafford and has been busy giving hrs 
Atari a run through with e selection of great 
games. Here's what he has fbtind out that could 
be useful to you. 


STAR RAIDERS II 

If you are low on energy and aN of your space 
stations have bean desirc^ed then warp to the 
nearest star and your energy will be refilled. After 
this has happened warp away quickly or the hull 
wilt overheat. 

DAVID’S MIDNIGHT MAGIC 

To shake the machine press up and down quiddy 
on the joystick. This cart knock the baiH back into 
play if you don't have a Magi-Save Magnet. 



Let your opponent collect the pieces of the bomb 
and take the finished bomb out of his base, Dfop it 
in your base, pick it up again and drop it in your 
opponenf s base to win the game. 



From Jason (presumably Kendalls the noite 
got separated from an order] is a tip to avoid 
dead ends In OLTMFIC SEKIR. Hold tight 
andgoLRLLRLRLRRR FINISH [go on 
then, tiy reading that while skiing at full peltl) 
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In Issue 76 Daniel VeJland asked for some help with SPELLBOUND and now 
C AYRES from Wood Green In London has provided a. map and plenty of clues to 
help you get through the game. 


THE MAP 
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The map shows the location of the 
following oi^'ects: 


1. POWER POMG PLANT 

2 . SHIELD 

3. PUDDLE 

4. POCKET LASER 

5. BROKEN TALISMAN 
6.STiCKYBUN 

7. BOOK OF RUNES 

8. GOLD GOBLET 

9. TUBE OF GLUE 

10. TRUMPET 

11. CRYSTAL ball 

12. BOOK OF SHADOWS 
ia BRICK 


14. EMPTY BOTTLE 

15. GOLD BAR 

16. GANNON BALL 

17. BLUE CRYSTAL 

18. WHITE GOLD RING 

19. KEY 

20. ENGRAVED CANDLE 

21. PEWTER TANKARD 

22. MIRROR 

23. SAXOPHONE 

24. TELEPORT KEY 

25. RED HERRING 

26. GLOWING BOTTLE 


27. TELEPORT PAD 

28. INSTRUCTION BOOK 

29. RED CRYSTAL 

30. ANCIENT SCROLL 

31. GREEN CRYSTAL 

32. JAVELIN 

33. FOUR LEAF CLOVER 

34. BOTTLE OF LIQUID 

35. RUNESTONE 

36. PRISM 

37. WAND OF COMMAND 

more ^ 
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THE CHARACTERS 


'IW5e: - will give you help with the RELEASE spell 

- give him the MIOLNIR and he wUl help you get Into the lift and also at the tower 


- give him the BOTTLE OF LIQUID and take It hack 
again and It will restore your energy. If you have the TUBE OF GLUE and the BROKEN 
TALISMAN, give them to him and command him to help. He will then mend the talisman and 
It wlH become the MAGIC TALISMAN 


OXIC ' 27 /'£ CL'E%}C - give him the CRYSTAL BALL and he will help you get Into 
the MOST MAGIC ROOM with the CRYSTALLIUM SPECTRALIS spell 

- give him the JAVELIN and he will help you at the 
pit 

give him the TRUMPET and be wUl help 
you at the wall after THOR has helped you at the tower 

- give her the POCKET LASER and she will help you at the 
SECRET TUNNEL entrance 




- command this character to help and she will give you some clues 


THE SPELLS 


The spells and their u scs arc as foUows: 

fUMnViaUS 

To cast this spell you wtU need the RED HERRING and the POWER PONG PLANT, Thfs 
will pmtect you In the gas room 

jwiomus viHorrofMjeus 

To cast this spell you will need to stand In the puddle at the SECRET TUNNEL entrance. This 
wUJ enable you to go through the dark rooms without the GLOWING BOTTLE 

Cyl^^(pELI^t^{ ILLllMl9^*niS 

To cast this spell you will need the ENGRAVED CANDLE and the SHIELD. You will also 
need the FOUR LEAF CLOVER In the room. When you have lit the candle you can use it to 
read the ANCIENT SCROLL 

t^3<ect B^sicyu: Boiyy 

If you get the CRYSTAL BALL and the MAGIC TALISMAN you may cast this spell which 
will enable you to teleport to any chameter in any room 
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ao^sriyiL£m9^ s^cmjiLis 

For this spell you will need the THREE CRYSTALS and the WHITE GOLD RING. You will 
also nee to give the CRYSTAL BALL to ORIC and summon him to the MOST MAGIC 
ROOM. When the spell has been cast you wlU need to throw the THREE CRYSTALS at 
GIMBAL to free him 

^LfEJASB SBBLL 

To make this work you will need to be in the room with GIMBAL after he Is freed. When the 
spell is cast you will have to summon the characters in this order ■ ELRAND, SAMSUN, 
THOR, ROSAfAR, BANSHEE. fLORJN, ORIC and last of all, GIMBALr Make sure that all of 
the charEicters are at full strength before you summon them 

Finally a couple of clues to help you on your way. 

To get past the tower you need £o take the two lumps of brickwork from the waU after ELRAiVD 
Ims btetun tl down^ You con then drop them on top oj g'ach other near the 

To find the BANSHEE you con drop the GiX>WlNG BOTTLE after castirg the ARMOURIS 
PHOTONICUS spell 

If a chorooter does not ujan( to be summoned or commanded by you then try to command it to be 
happy. 

This is not the complete solution to this game but then? is enough there to enable you to finish 
it. After aJ| why should I ruin your enjoyment in working out the other puzzles to get to the 
end? 




MORE TIPS 


HELP*! ! ! 


Graeme Penii;ick up In Bonnie Dundee 
brings us a couple ofusehrl cheats on two 
popular games: 

IIMAHOKALKAJAlEo. 

Sion, If you want to fight In a particular coun¬ 
try but aren't good enough to get there, leave 
the game on demo mode. Wlien It has reached 
the screen you wEmt to fight on, take the disk 
out and press START. Volla! 


MltAXFOIICE 


Entering CPM (the author’s 
initials] on the title page give you invulnera¬ 
bility 


James Mathrick will bring you help next issue 
on ALTERNATE REALITY, RAMPAGE, THE 
LIVING DAYLIGHTS, POLE POSITION. LAN¬ 
CELOT and Hardball but he would like 
some help on the foliowtng 

MXOIVIOHTr 

UA.WKS'UH^'lr 

l>RUrE> 

Do you know anything about these games? ff 
so please send them in for the next Issue fi.e. 
do it now!) 

As usual all stuff goes to: 

THE TIPSTER, NEW ATARI USER 
P.O. BOX 54, STAFFORD, ST161TB 
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TUTORIAL 


TEXTPRO 

MACROS 

PART 3 


Frank Walters 
continues his 
exploration of the 
ma€:ro command 
of TextPRO with a 
practical example 
for printing 
envelopes 


S o far wt have looked at all of the 

TcxlPRO comniand keys and given 
Bomc examples On how they might be 
used. This Issue J am going to show you how 
to create two useful TextPRO macros. The 
first wlU print addresses from an address list 
directly onto envelopes, Tt will work with a 
single address or you can select which 
addresses to print, and wlilch to skip, from a 
list of addresses. After experimenting with 
using two banks, 1 found a better way of 
doing it using a sln^e bank so that a 4fik 
Atari can use the macra. The second macro 
will find any address In your list from a ■ 
search siring and extract the address for use 
In a letter or single envelope. If you have to 
print many envelopes, such as for club mail¬ 
ings, this Is a much nicer way than printing 
labels and sticking them on the envelopes. It 
is much more personalised for business let¬ 
ters. Labels on letters look like what they are 
- bulk mailing. I, personally, pay little atten¬ 
tion to mail I rccei\fe with a pasted label on 
the envelope. 
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NEW KEYBOARD CONVENTIONS 

Sbee our listings have been getting pratiy unwieldy, 
wa'ra going to streamlina our oonventions for (lie 
comploK entries a bit. Keys on the keyboard are 
surrounded by brackets, [START] means tile START 
key. Inverse characters are bracketed by 'less than' 
and ^greater than' symbols, <>> means inverse 
which is entered from Ihe keyboard by first holding 
down [SELECT] then typing the [*} key. Multiple key 
Strokes are indicated by an ^undedine' symbol or _ 
connecting the indicated keys. CTRL indicates a 'con¬ 
trol oharacter', which means the [Escape] key must 
be pressed prior to entry. [CTRL_G] indicates Hhai 
you would first press [Esc] once then hold clown the 
[CONTROL] key while pressing [G], <CTRL_G> 
means to first press [Escape] once, then hold down 
[SELECT], then hold down [CONTROL] and , while 
hiding down both of these keys, press [GJ, [SHIP* 
T INSERT] and [SHIFT DELETE] are also "ixin- 
irol charaii^ere' requiring [Esc] to be pressed prtor to 
the rest of the indicated entry. [CONTROL] [Gl is 
not to be a control character, so no [Esc] is required: 
just hdd down [CONTROL] while typing a [G], The 
same is true for [SHIFTI [G], 


Street Address 
City, State ZIP 
Mary Smith 


PRINTER 

REQUIREMENTS 

For the envelope macro, called EN- 
V.MAX, you must have a printer that 
will allow you to print an envekipe 
using friction feed and you must dis¬ 
able the paper-out switch either by 
dtp-switch or soilware coinrnand. 

The ENV,MAX I expJain here defines 
Inverse <Y> as the Epson compati¬ 
ble paper-out disable command. 

This Is critical because the envelope 
is not long enough to prevent the 
printer from stopping before printing 
the entire address due to the paper- 
out switch bccDinlng exposed as the 
envelope moves up the roller. If your 
printer Is not capable of both the 
above requirements, then ENV^MAX 
is not for you. Read how to create an 
address list, then skip down to the 
FIND. MAX section. 


TYPING THE 
ADDRESS LIST 

First 1 should describe how to make the 
address list. It simply consists of a text file 
with addresses lyped In sequence, one below 
the o ther. The only Umitation is that each 
address must consist of exactly four lines of 
text, each line followed by a carriage return. If 
an address only needs three lines, simply add 
a carriage return on a blank line for the 
fourth required line. Do not skip a Une below 
a four line address In your list. Example: 

John Doe 
Company Name 


Street Address 
City. State ZIP 
IRETURNI 

The [RETURN] key indicates a blank fine 
with just a carriage return tn your text file. 
Name your address list ADDRESS,A or use .B 
for business, .C for club etc. You can have 
more than one address fist and even duplicate 
addresses for ease of printing envelopes from 
one list or another. Let me clarify something. 
You will have the option of printing or skip¬ 


ping over any address in the list when using 
the macro. 
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ENV.IIUXA160RITHH 


The way ENV.MAX works Is for the itiacn]i to 
load the address list from disk and then cre¬ 
ate the print format and return address 
ahead of the first address Ln the list. The 
<&>1 coTTunand is used to restrict printing to 
page 1 only, and the <r\> next page command 
Is Inserted foUowlng the first address so the 
remainder or the list Is not printed. After each 
envelope Is either printed of the address skip¬ 
ped^ the address is deleted and replaced by 
the next address on the Ust. using the delete 
and replace ftmctlDns. 

CREATING ENV.MAX 

Table 1 shows ENV.MAX in Its entirely. Now 
1 will take the macro apart line by line, so 
you can see how it works. 

<i-><CTRL_Y> Acliv® macfo> ENV.MAX 
(RETURN] 

@<-><CT R L_P>& <CTRL_A>Load 
ADDRESS list[RETURN] 

The first line is Just the macro identification 
line. In the next line, the automn macro (@) 
wtU execute when you load the macro using 
[START] from the default [TEJCTPRO.MAX) 
macro. TextPRO 5.0 uses Inverse <CTRL_P> 
to predefine the alternate macro command If 
you reply No to the Ask <CTRL_A> macro. 

For version 4.56, you cam eliminate the 
<CTRL_P>& from this line, since & is the 
default macro when No Is the repfy. The 
<CTRL_A> Is used to ask whether you want 
to load the address fist since you may 
already have the address you want to print in 
the editor. 

[CTRL_H][CTRL,H][CTRL_L1ADDRES- 

S.A<CTRL_I>[RETURN] 


You want to Home the cu rsor to the top 
before loading the address list. After the load 
file command, the filename is typed by ihe 
macro and then the <CTRL_3> Input mode Is 
entered so the user can either acoept the 
default address filename or change the file 
extension before hitting [RETURN] to exit the 
Input mode. 

<CTRL_G>&&<-=><CTRL_F><n>[RETURN] 

This Is the Goto command to the [&] key 
macro, which Is where the macro logic con¬ 
tinues If you had skipped the Icsad-address 
function by reptylng No to the Ask macro 
command. [&] defines the ’’Find" string with 
Inverse <:CTRL_F>. TTie "Find" string, In this 
case, ts Inverse < ri>. which will be used to 
delete the address which has Just been prin¬ 
ted or skipped. 

<CTRL_X>[CTRL_E]IRETURN| 

[5 &pac9s]<END OF LIST> - Prass < HELP 
>[RETURN] 

[RETURN] 

Inverse <CTfiL_X> turns off the screen for 
speed while the macro Is lyping on the screen, 
starting at the end of the addre^ list 
[CTRL_EJ. The next line Is added to the end 
of the address list so you can see when you 
arc done using the fist. 

[CTRL_H](CTRL_H]<CTRL_D>PPPP[RE- 

TURN] 

This homes the cursor to the top of the 
address list and deletes the first address (4 
Unesl Into the paste buffer and exits the de¬ 
lete mode with [RETURN]. 

[SHIFTJNSERT|[SHfFTJNSERT] 

<Y>-56<2>-57[RETURN] 

<&>1<t>0 <l>Ckp>24[RETURN] 

Remember to press [ESC] before each 
[SHIFT_INSERT] so the down-arrow charac¬ 
ter is printed in the macro. The remainder 
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TABLE 1 - ENV.MAX 

<i->€CTRL_Y> Active macro ENV.MAX[RETURN] 
@<-><CTRL_P>&<CTRL_A>Load ADDRESS list[RETURN] 
tCTRL_H][CTRL_H][CTRL_L]AODHESS.A<CTRL_l>[RETURN] 
<CTRL_G>&&<-><CTRL_F><n>(RETURN] 

<CTRL_X>tCTRL_E][RETURN] 

[5 spac6s]<END OF LtST> - Press < HELP >[RETURN] 

[RETURN] 

[CTRL_H][CTRL_H]<CTRL_D>PPPP[RETURNJ 

[SHIFTJNSERT][SHIFTJNSERT]<Y>.56<2>=57[nETURN] 

<4>1<t>0<l>0<p>24[RETURN] 

<Y>Yourname[RETURN) 

Your Street addressfRETURN] 

Your City, state ZIP[RETURN] 

[RETURN] 

<d^5<l>3qRETURN] 

<ni >[ESC][SHIFTJNSERT]< ADDRESSES REMAINING >[ESC][SHIFT IN- 
SERt|<>[RETURN] 

[SHIFT_DELETE][CTRL_-|[CTRL_R]<:CTRL_Zs.<CTRL_G><22=><CTRL_Y> 
<HELP> Exit <START? Prim <OPTION_0> Skip[RETURN] 
#<=>[CTRL_P][RETURN] 

<CTRL_G>00<=>[CTRL_F][RETURN] 
lCTRL_=](CTRL_DjPPPP[R ETURN] 
iCTRL_.jiCTRL_R]<CTRL_G><2>?<=>[CTRL_H]rCTnL H] 
<CTRL_Y>Y<Z>[RETURN][CTRL_P][RETURN] 
ICTRL_H]<CTRL_V>Y[CTRL_V]TEXTPHO.MAX(RETURNj 


and next line are printed to the screen when 
the macro Is being executed to format the text 
for the emelopc. Inverse <y> and <Z> are the 
equates for the Fpson/Panasonic paper-out 
switch disable and enable commands, respec¬ 
tive^, Insert the correct codes for your prin¬ 
ter, if differenL TextPRO formats <5i>stop 
printing at page 1, <t>op margin 0. <b-eft 
margin 0, <p>age length 24. 

<Y>Your name[RETURN] 

Ynur Street addr 0 ss[RETURN] 

Your City, state 2IP[RETURN] 

(RETURN] 

<Y> disables the paper-out switch. You can 
follow It with other upper case inverse letters 
to set your own font, NLQ, etc. Follow these 
printer codes Immediately by your name and 
return address using up to four lints. Jfyou 


only need three lines. Include the extra (RE¬ 
TURN] on the fourth fine, 
iVOTE; Be sure you have configured TtxtPRO 
to "Add Escape" characters using the 
[CTRL] [;] command. Ills best to save your 
configuration after setting this. Reply [Ni to 
the C/R and linefeed prompts and EY] to the 
"Add Escape" prompt ESCape (ASCII 27] wUl 
be sent by TextF^O whenever It encounters 
an Inverse upper case letter. This is essential 
since the Epson paper-out dlsahle command 
is actually 27, S6, 

<d>5<|>30[RETURN] 

Efown 5 fines and left margin 30 foUowlng 
return address, for printing the "to address" 
on legal-sized envelopes. For smaller en¬ 
velopes, adjust these accordingly. I found for 


Print Shop Card sized envelopes, <d>7<l>15 
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works nJoejy, I nsaiie op m duplicate EPJV 
macro with theae panunctera instead and 
named It ENV2,MAX. 

<ni >[ESC][SHIFTJNSERT]< ADDRESSES 
REMAINING > [ESC][SHIFTJNSERTl< > 
[RETURN] 

This is a tricky line to type. Hold [SELECT] 
to type the inverse <nl> and space. You hit 
[ESC] twice to print the escape character In 
the editor. Then ^pe [ESC] a third time be¬ 
fore typing [SHIFT_INSERTj to type the In¬ 
verse down arrow. [SELECT] while typing the 
text message and repeat the escape sequence 
again. It should show two down arrows potn^ 
ted to the addresses below that line once the 
macro Is executed. The line ends with an 
inverse space <spaoe> before the [RETURN]. 

[SHIFT_DELETEl[CTRL_-)tCTRL_R) 
<CTRL_Z><CTRL_G><22-><CTRL_Y> 
<HELP> Exit <START> Print <OPTION_0> 
SkipiRETURN] 

This is another tricky line. Remember to 
press [ESC] to type the SHIFT and CTRL 
characters on the screen. <CTRL_Z> turns 
the screen back on. Folbwlng <CTRL_Y>. 
the remainder of the line is simply text, the 
brackets amund the <START> and <OP- 
TION> Indicate you type the words tn inverse 
by holding [SELECT]. The text will appear as 
a prompt In the status line when you run the 
macro. 

#<->[CTRL_P][RETURN] 

This line defines the [START] key to print 
the first envelope. 

<CTRL^G>00<->[CTRL_F]lRETURN] 

This line defines Goto macro 0 tzero). The 
[OPTION_0] fsero) macro will delete text from 
cursor to the ^Flnd ' character, which is the 
address that was Just printed, so the [START] 
key and the [OPTION[JO] key will delete that 
address. 


[CTRL_-ICTRL_D]PPPP[RETURN] 

This moves the cursor farrow) down one line 
to delete the next 4-llne address Into the 
paste bufler. 

[CTRL_,-1[CTRL_R]<CTRL_G><2>?<->[CT- 
RL_H][CTRL_H] <CTRL_^V>Y<Z> [RE- 
TURN][CTRL_P][RETURN1 

This moves the cursor up one line and re- 
places the new address from the paste buffer. 
Goto macro <2>. which reprints the status 
Une message, The [HELP] key [?] macro is 
defined to home the cursor and delete text 
below the cursor Instead of clearing the 
screen, which retains the filename of the 
address list tn mennoTy. It then types and 
prints <Z> to restore the paper-out switch 
fiinction before re-loadtng TEXTPRO.MAX 
from disk, which Is the last entry: 

[CTRL_H]<CTRL_V>Y[CTRL,VITEXTPRC> 

.MAX[RETURN] 

Remember <CTRL_V> is Inverse and 
[CTRL_V] Is not 

USING ENV.MAX 

This is the eai^ part Just insert your en¬ 
velope* flap open. Into the printer. Set friction 
feed and use the linefeed button to align the 
top edge of the envelope with the print head, 
on the line where you want to print your 
return address. 

If TEXTPRO.MAX is baded, press [START] 
and type ENV and hit [RETURN], If TEX- 
TPRO.MAX Isn't loaded, simply load the 
macro with the [CONTROL] (V) command. 

At the prompt to "Load ADDRE^ li&r press 
[Y] or |N]. depending on whether you have the 
address already In the editor. Remember, 
when loading the address list, you can change 
the filename using the backspace before you 
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press [RETURN], Wait patiently while the 
screen is tum^ off as the macro Is format¬ 
ting the envelope address for pilntlngr 

When the screen turns back on again, follow 
the instructions on the status line; 

[HELP]: Quit and load TEXTPRO.MAX 
[START]: Print envelope and move r>ari addr&s^ 
into position 

[OPTIONJ_[0J; Skip current address and move 
next address into position 

An alternate method Is to press [CON- 
TROLLJP] to print the current address with¬ 
out deleting it so you can print several dupli¬ 
cate envelopes at once. You can also print a 
self'ad dressed return envelope by swapping 
the 4-ltne return address with the '’to" 
address and using [CONTROL! IPl to print. 
Put your correct return address back before 
printing any more envelopes. CAVTIONt If 
you move the cursor to edit anything before 
printing, be sure you return the cursor to the 
first letter of the top line of the current ’To" 
address before pressing [START]. The delete 
function will delete from the cursor position, 
so you must have the cursor at the start of 
the address to delete the entire address after 
printing It. 

A SECOND MACRO 

Our second macro is FIND. MAX. This macro 
uses the same address file as ENV.MAX. Ihe 
purpose is to find an address to Include In the 
salu tation portion of your business fetter and 
add It to the paste buffer for easy placement. 

1 will not go Into full detail on lyplng FIND- 
.MAX since you should be able to work It out 
from ENV.MAX. The complete macro Is shown 
In Table 2 overleaf. 


Page 6’s 


USING FIND.MAX 

You must have your ADDRESS.A (or other) 
address list on drive 1. If you have TEXTPRO- 
.MAX loaded* press [START], ^pe FIND and 
press [RETURN]. If not, load FIND.MAX via 
ICONTROL] [V]. You will be prompted to 
enter the Find: string. The macro defaults to 
lower case since the Find Function is case 
sensitive. Type a portion of the name you 
wish to find In the address list. Use [SHIFT] 
for typing upper case letters and press [RE¬ 
TURN]. Reply fY] to "Clear Screen"* prompt 
unless you forgot to save the file In the editor. 
If you answer [N], you can save the file In the 
editor and continue with the macro by press- 
Ing [START] for the "Clear Screen" prompt. 
Answer [Y] and the ADDRESS.A Ale will he 
selected to load but you have to press [RE¬ 
TURN] to load the default name. You can 
backspace to change the default name on the 
command line if you want then hit 
[RETURN]. 

The macro will then move the cursor down to 
the first occurrence of your Find string and 
the menu will appear on the status Mnci 

Okay? Yes No [up down aiTOWS) Rnd Address 
Quit 

Answer [Y] If it found the address you are 
looking for. It will delete It into the paste 
buffer, clear the screen, replace the address 
and load TEIXTPRO.MAX disk. 

Answer (Nl to look for the next occurrence of 
your Find string. If It cannot find any more 
matches, the cursor will step right, one word 
at a time* whenever you hit [Nf With TextPRO 
5.0 you will get a "Not Found" message* In¬ 
stead. In either case, you can then use one of 
the other optfons of the menu to continue or 
quit. 

Use lup) or IdovsmI cursor keys (without 
[COWTRO LI) if you had searched for a string 
) Atari Use?r 
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TABLE 2 - FIND.MAX 

<i><CTRL_Y> Active macro> FtND.MAX[RETURN] 
@<->tCTRL_T]L<CTRL_F><CTRL_l>[RETUFlN] 

<CTRL_G>##<-><CTRL_A> Clear the Scmen[RETURN] 
[SHIFT_CLEARIY<CTRL_Q><11><->[CTRL_K][CTRL_L]ADDRESS.A 
<CTRL_I>[RETURN] 

<CTRL_P><3>[CTRL_F]<CTRL_G><22><-><CTRL_M>Okay?<Y>es 

<N>o[ESC]<CTRL_-> [ESC][SHIFTJNSERT]<A>ddress <F>ind <Q>uit 
[RETURN] 

<CTRL_G><2>N<-><CTRL_G>r^n<->|SHIFT_*l<CTRL_P><3>[CTRL_F] 

<CTRL_G><2>Y<-><CTRL_G>yy<->[GTRL_Q][CTRL,D]PPPP 

[RETURN] 

ISH1FT„CLEAR]Y[CTRL_Rl<CTRL_G>?q<-><CTRL_G>?a<-> 

[CTRL_H][CTRL_H] <CTRL_G><1>f<-><CTRL_F><CTRLJ>|RETURN] 
[CTRL_H](CTRL_Hl<CTRL_P><3>[CTRL^F]<CTRL_G><2>?<CTRL_G>q^<-> 
[CTRL_Q)[SHlFT„-l-<->[CTRL_Q][SHIFT_-]&<=>tCTRL_H]<CTRL_Y> 
Press <START>to run again[RETURN] 

?<-><CTRL_G>//<->[CTRL_H](CTRL_H]<GTRL_P><i>[CTRL_V)TEXTPRO 
.MAX [RETURN] 

<3»><CTRL_Y>Not found - Press any k©y[RETURN] 
<CTRL_K><CTRL_G><2>[RETURN] 


TKst on the flral line of the address. Move the 
cursor to the first line of the address before 
replying [Y] to the prompt or It wU] not delete 
the entire address to the paste buffer. You 
only need the lup] cursor but I included the 
[downl tn case you hit [up] too many times. 

|A]ddras Is to load a different address file 
from disk. 

iFHud Is to enter a different Find string. 

igiuit will re load TEXTPRO.MAX lfyou do 
not ftnd what you are looking for. 

What have you accomplished? If you found 
your address, It Is both on the screen and In 
the paste buffer. I normally then begin my 
letter and use [CONTROL] [R] to replace the 
address from the paste buffer to the editor 
when 1 reach that portion of the [etter. I a[so 
have a macro to type the heading of my letter 


mode for the date) and add the address from 
the paste buffer at the right place in the 
[etter. 

FINAL COUMENTS 

I hope you find these macros useful. I just 
used my ENV macro to address five letters to 
congressmen and the Federal Aviation Admi¬ 
nistration concerning a proposed change In 
aviation services. It was really quite efficient 
and no tmubic at all to use. The hardest part 
is learning how to insert the envelope into the 
printeii 

This ortfeEe originoliy appeared In the U.S. 

CuirEnt Notes wh^h, oJaSi no lon^r 
caters Jar the Atari Cfossfe. 


and if J use that after FTND.MAX. it will auto¬ 
matically type eveiythlng (prompting input 
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DISK BONUS 


DRAGONLORD 


by Robert de Letter 


Dragonlord Is a fantasy adventure game for one player. The object is to find the dmgon 
In the dungeon maze. To do this, you mustn't allow your hit points or strength to drop 
to zero, you must make sure that you have plenty of food to cat, and you must li^l and 
slay the many ores and guards as they wUl try to keep you from your goaj. 

To kill the dragon you need: a sword, an amulet and a brew. The amulet will protect you 
against the dragonffie. and the brew gives your swoid more power. If you stumble upon 
the dragon without a sword, amulet or brew he'U kill you instantly. If you happen upon 
a teleporter, you’ll be magicaJh^ moved to a randomly selected room. If you don't have the 
brew, the amulet and a sword there is a one In ten chance that the selected room will 
contain the dragon. 

You must buy the brew and a sword In the store (touch the “S' tn a room and you're In 
the store). The amulet is hidden in the dungeon. Whenever you start a game go to the 
store and buy some food and a sword, then go to the magician and pay him 8 gold pieces 
for a directional clue - your position relative to that of the amulet. 

Whenever your strength falls below 20 you will automatEcally drink a scrum (if you have 
any on hand). One thief Will steal half your gold, another thief steals your sword. If this 
happens, Irnmediately buy another sword as you can’t survive without one. It's the only 
thing you can buy without having enough money. 

Each time you move, you lose 1 strength point without food 2 pointsl When you leave 
a room it will be empty, the only exceptions being the teleport rooms. When you enter an 
empty room there is a one In four chance that an ore or a guard will follow you. 
Casting a spell allows you to move Instantly to any room of your choice. Tb cast a spell 
touch the Icon in the upper left comer of the room. Use the Joystick to increase or decrease 
the number of the room, then press the trigger. Viewing the map is a fitc command, touch 
the ’M' placed tn the lower right comer. The morns are numbered from I (upper left) to 
77 flower right). 

Besides an amulet clue, the magjcian can also give you a dragon clue - your position 
relative to that of the dragon. STTl and HP points can be Improved by the same magician 
Good luck. 


This great program i« the BONUS on thia iiasue'e disk. If you ate not a disk 
subscriber you can still obtain e copy for from NEW ATARI USER. F.Q. BOX 54. 

STAFFORD, ST1G 1TB. Please make cheques payable to PAGE S PUBLISHING or 
_ order by telephone with your Visa or Access card on 0178S 241153 
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The CLASSIC 



Oh decui Stuart said lost thoiC 

he hoped to be Tescued^ itttJe did he realise 
thot he uxudd be severely punished for the 
damage caused to his ship in Issue #74/ The 
very people who sent him on hXs mlsston haue 
serxtenced h(m to the most heinous punish¬ 
ment possibie - having to pack i4p hto betorig- 
and mow house/ Tfius, thal pcuttoulor 
story ends once and. J6r all ontL until his 
senter\ce is complete, I have been oss^ned to 
take aver the Classic PD Zone from the comfort 
of my computer room - / don't thtok Stuart 
be going on any more space-missions (n a 
hurry/// Stuart should be back in an Issue or 
ttvo's time but until then, I'H be taking you 
through this Issue's wares/ Gome on/ 


THE TROUBLE 
WITH COMPUTER 
GAMES,,, 

TROUBLE WTTH TSE BUBBLE (TWTB 
from now on/} Is one of those games that 
makes you realise the trouble with computer 
games tn general - they're so addicdvel 
TWTB Starts off with a nice title screen and 
some spookyish, fairly good music, A stab at 
the START button starts the disk loading 
again, reac^ for the main game. The first 
thing that strikes you about TWTB is the 
graphics - for a PD game, they're actually not 
33 


too bad - nothing mind-blowing but fine for 
the job. Someone has put a fiiir bit of effort 
Into designing them and this sort of thing 
helps to boost what could be classed as an 
’"average" game Into a higher dMslon, 

One thing that stands out firom the rest of 
the screen Is a largish bubble. Your tasfo 
should you choose to accept if is to man¬ 
oeuvre the bubble from the right-hand side of 
the screen to the Left-hand side whilst avoid¬ 
ing hitting any piece of scenery - bubbles are 
delicate little objects after alll However, it's 
not as easy as all that because you don't 
directly control the bubble at all but rather an 
arrow which Is capable of sending gusts of 
wind towards the bubble. To make matters 
worse, whether you are blowing the bubble or 
slmp^ letting It stand stil] whilst you have a 
think, gravlly starts to take effeet and the 
bubble gradually moves downwards with the 
potential to hit a piece of scenery below* To 
Increase the difficulty,, various objects whizz 
across the screen and. should they hit your 
bubble. It will burst in no uncertain terms! 
You are granted approximate^ 30 seconds 
per level (adthough this is measured in ’’air" 
units which gradually decrease as lime ticks 
by) before your bubble explodes of natutnl 
causes. 

The author thoughtfully included a high- 
score table for those that are good enough to 
gain entry. 1 wont teQ you what ray highest 
score was but hopeful^ a bit of practice will 
improve Itlll 

Soundwtsc, TWTB is average with only the 
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undwlsc, TWTB is average with only the 
sound of gusts of wind as objects whizz by in 
the game itself - no music plays thmughout 
the game at all. However, the difficulty curve 
Is Just right, not too bard but certainly not a 
piece of cakel 

Where TWTB really stands out, however, Is 
In the gameplay factor. More addictive than 
any hard drug (so they tell me!) and a fraction 
of the cost Trouble With The Bubble is an 
essential purchase - make an addition (or 
should that be an addiction?] to your PD 
collection today! 


,„IS THAT 
THETRE TOO 
HARD TO MASTER! 

Disk #146 contains two games - TRIDENT 
arrd KARATE BSABTER. By far my favourite 
of the two games is Karate Master - a gem of a 
one-player fighting game. 

The gtone first kicks olf with a blippy oriental 
tune and the title of the game, followed a 
little more kiadlng. Here. & man d ressed tn a 
karate gl (suit) throws a series of kicks before 
a message on screen asks whether you re¬ 
quire instructions. After you've read the in¬ 
structions, or straight away If you didn't ask 
for them in the first place, the disk loads in a 
little more InformatlDn and you are asked to 
sign up for the karate competition. After typ¬ 
ing in your name, the screen goes black for a 
few seconds and the actual game screen 


appears. 

The object of the game is simply to ftghtyour 
opponents, one at a time, and to score ten 
hits against them before they do the same 
against you. Your lifter is moved by the left 
and ri^t arrow keys whilst a press of the A 
key makes him throw a random number of 
kicks to either the face, stomach or knees 
(oops - what happened to the rule about ”no 
hits below the bclt?!lt). However, the real skill 
lies In knowing when to move forwards and 
attack and when to move backwards - some¬ 
thing that takes a while to learn. 

The main ^rrte screen will probabh' shock 
you the first time you see it, simply because 
for a PD game the graphics are very good. If 
I'm correct, the two fighters and the anima¬ 
tion have been pulled straight from the com¬ 
mercial ’’Karateka" gtot»o. 'The screen Is very 
nice looking with flag^ of various countries at 
the bottom of the screen and even your oppo¬ 
nent's name displayedi 
E^h opponent appears to fi^t difierently 
and th^ get progresstvejy harder - The Red 
Baron" Is fairly easy meat but by the time you 
meet people Like The Fox'’* the challenge has 
Increased ccnsidciably. With eveiy fight won, 
your grade increases - you start at Shodan 
[1st degree) and can eventually reach Judan 
(10th degree) with practice* 

OveraU, Karate Mas ter is almost perfect. The 
onfy slight kt down Is that sometimes the 


by 

Kevin Cooke 
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AMS 96 NEW ST MAG 


The famous AMS computer show celebrates its 
loth birthday this year at the usual vojine of The 
Biugley Hall in Stafferd. This yearns shew is on 
Saturday 9th Noveinber opening at lOam. Make a 
note in your diary now. 

Unfortunately Page 6 won't bo there due ta other 
cornmitmentB (besides we haven^ got much leO: to 
sell nowf) but you should still find plenty of AtaH 
interesti At the dme of writing we know that you 
will be able to see Micre Discount {Derek Fern}, 
TWAUG and LACE whilst Dean Garraghty Is 
going to make a late djecision due to other work 
commitments. The organisers also tell us that 
there is "someone from Bristol’ also supporting the 
Atari. Wonder who that can be? 

When you add together all the other bargains, like 
second hand equipment, blank disks disks are 
becoming hard to find now)^ cables and more, you 
are in for a good day. Be sure to be there! 


ST FORMAT has finally folded leaving no maga¬ 
zine at your newsagents supporting the Atari. We 
understand, however^ that an intrepid trio of ST 
owners/writere are getting together to produce a 
new magazine called ATARI COMPUTING, 
Whether this wiU be available through the newsa- 
gents or just on subscription is unknown. 

If you Would like more informatiari on this maga^ 
rine get in touch with the publisher as follows; 
Atari Computing Group, Mike Kerslake^ 42 Larch 
Hill^ Handsworth, Sheffield S9 4AJ, Telephone/ 
FAX 0114 K618940, EMAIL mkerslakeSdx.compu^ 
]jnk,ce,uk. 

ST owners might also like to know of the ATARI 
WRINKLIES CLUB which caters for the ’old men' 
of the ST scene. Details from Atari Wrinidiee Club, 
60 Crumpsall Street, Abbey Wood, London SE2 
OLR Telephone 0l8l 311 2397. EMAILjhom- 
hy^ jLcom puli nk-co-uk. 


keys don't respond straight away. However, 
this appears to be when the opponent is wait¬ 
ing to make a move so, If you are trying to 
kick and it's not working, It’s best to take a 
step backwards out of your opponent's reach! 
Karate Master Is a first class game and weU 
worth the co st of the disk alone. 

Trident, put on the disk to flU It up. is a fun, 
but much less involving game In which the 
screen is divided into smaller squares. At the 
centre of the screen Is the USS TRIDENT 
(your base) and at the beginning of every 
round, enemy missiles appear around the 
edges of the screen. It is your Job to launch 
missiles and steer them, using the Joystick, so 
that they ooUide with the missiles of the 
enemy. Sounds complicated? It's not - in fact. 
It's a fairly easy challenge for anyone who 
plays games a lot On the other hand, ifs a 
well done version of this type of game and 
worth having for the occasional play^ 

Ov'crall, this disk is highly recomniended, 
mainly for Karate Master. 
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The CUS5IC 

PD Z09^ 

RATINGS: 

H46KAHATE MASTER (an jTRIDENTl 88% 
1201 TROUBLE WITH THE BUBBLE 88% 

BACK TO THE ARMCHAIR/ 

Oh well, that's It for this issuel As I saldr 
Stuart should be back soon, if not for the next 
Issue then for the one after. In the meantime, 
why not consider buying something from the 
Page 6 PD library - everything you buy will 
help to ensure the future not only of i^e 
magazine but also of your computer, Enjoy 
the rest of the Issue! • 
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XLvST A SCORE DRAW? 

Could this be the 


ultimate sacrilege? 
Does Kevin Cooke 
really advocate sell¬ 
ing your Classic to 
buy an ST? Maybe 
notf read on to find 
whether a committed 
8-bit supporter can 
be converted 

F irst of all, let me put my situation Into 
perspective. A year ago, I swore that 1 
would NEVER, EVER, EVER buy an 
Atari ST. 1 was an S-blt supporter through 
and through and saw no need to own any 
other machine. Besides, at that time, even 
scDond-hand STs were scIUng for ridiculous 
prices which I was not prepared to pay for a 
machine that was rapld^ losing it's following. 
That was then. 

Now, 1 own an ST. The ^ctor which even- 
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tual^ made me change my mind was the 
price of second-hand STTa. Forget the idea of 
buying a new ST - not only would it not be a 
wise economic choice but It is now almost 
Impossible as Atari decided to drop that 
machine in favour of their new wonder, the 
Jaguar (I oould question how much effort 
Atari have put Into supporting even the 
Jaguar but then that's another story!). You 
may still be. like ] was, totally against the Idea 
of buying an ST but 1 would advise you to 
think about It carefully - the time has never 
been better. Let me tell you of my experiences 
and help you to make the choice. 


BUYER BEWARE 

1 eventually purchased my ST when 1 saw It 
for sale in the local newspaper. Priced at £40 
for the machine with some software 1 thought 
that it was worth having a look aL The b>cal 
piece of advice I can give to you If you want to 
buy an STis to buy one which is not too 
cheap. Although mine appeared to be a bar¬ 
gain, at the end of the day I got what [ paid for 
it Despite having a thorough demon¬ 
stration of the machine at the house by the 
bloke of who was selling it. It soon emerged 
when 1 was back home that the machine was 
faulty. When looking at a prospective purch- 
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SETTING IT UP 


ast, always check thaL^ 

’ the mouse port (port #0) works. 

- the keyboard works (try to test every key In 
a word processor if possible). 

- that the disk drive Is capable of loading 

’ software [again, try to test more than one 
tware (again, try to test more than one 
disk). 

- that the disks coming with the machine 
which you particular^ want all load cor¬ 
rectly and haven't been formatted over! 

- If the seller claims that the machine has 
had it’s memoTy upgx^ed to above that 
which It would normally have [i.c. 1/2 meg 
for a 520STFM or S20STE and 1 meg for a 
1040ST). ask to see some software that 
uses this extra memory to prove that it Is 
indeed fitted, 

- Ideally, get a friend who owns an ST 
already to check It over for you. Obviously* 
with the number of ST owners rapidly de¬ 
creasing, this may not be possible but 
have a go - it could save you a fortune In 
the long run^ 

Ten pounds for an ST may seem like a bar¬ 
gain but if it doesn't work or it "needs atten¬ 
tion" and you don’t know anything about the 
STs Internals then it 'ain’t worth a thing! Best 
of all* get a written receipt stating that the 
machine is in full working order and pay by 
cheque if possible - at least you may be able 
to slop the cheque If the machine turns out to 
be faulty In the next day or two. 1 would 
advise you ALWAYS to buy locally - problems 
are easier to sort out in person than by letter 
or phone and the seUer may even offer you 
some help when needed! This will also pre¬ 
vent damage occurring during transit Of 
course, don’t be silly and pay something like 
£500 for an ST no matter what other things 
are thrown in. If you arc willing to spend that 
much on another computer then invest tn a 
PC and find out what complications really 
are! 


Once you've bought an ST, you obviously 
need to set It up. One thing to take into 
account is that the ST has three different 
screen ’'resolutions’' - low res and medium res 
will work on an ordinary TV [although some 
characters may be hard to read in medium 
res mode) but hi-res mode NEEDS a high 
resolution monitor to work at all - be canefuJ 
as some programs (especially some utilities) 
wtl] only work in hi-res mode, Hi-res emula¬ 
tors for TV’s AEiE available but most software 
will function so much better on a proper hi¬ 
res monitor that you'll probably end up 
buying one out of fruairation anyway! Of 
course, hi-res monitors display Images only In 
shades of grey and so aren't really suitable for 
game playing. Another thing to look out for Is 
that there are different types of ST available 
and, as I mentioned earlier, each has a diffe¬ 
rent mcmoiy size and version of the OS (oper¬ 
ating system). Ideally you need at least a 1 
meg machine (although a I /2 meg machine 
may do If you only intend to play older 
games). You'll need to be prepared for the fact 
that some programs will only work on an STE 
and NOT the STFM whilst some programs will 
not work on the STEt If In doubt, as k the 
person or company who is selling the soft¬ 
ware! Software that says 'TOS 2M RE¬ 
QUIRED’' will only work on the S^fE. as far as 
1 know, 

WHAT CAN 
I DO WITH IT? 

Take your pick, baslcallyj 
For games, the ST Is good* Although many 
games aren’t any more playable on the ST 
than on the 8-bit. some are graphically very 
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impressive. At the moment, the ST is tn much 
the siame situation as the S-bit (but with a few 
more users) In that most commercial support 
has moved onto the 32-bit games-machines 
and the PC. However, this does mean that 
there are some: REAL bargains to be had from 
the remaining sources of ST software, (f you 
used to envy ST owners with their range of 
games a few years back, why not Invest in 
sotne of them? As [ suggested before, don't be 
taken in Just by flashy graphics - many of the 
best games are stUl those with the least- 
ffashy gmphlGS, I would suggest that you try 
LEMMUfCS* CANIfON FODDER, THE SEC¬ 
RET OF UONKET ISLAND, KICK OFF U and 
STREET FIGHTER Q for the best In graphics 
and gameplay. However, don't forget that 
some games require certain machine ^rpes 
and amounts of memoiy* Page 6 back Issues 
are an. Invaluable source of software reviews. 
For serious software, the ST is both good 
and badt Generaihf, printing is easier than on 
the 8-blt as you Just load In a printer driver 
and away you go! No messing around with 
those dip-switches! Most programs print In a 
high resolution to give exceUenl quality print, 
even on a dot matrix printer. However, you 
may encounter a long pause whilst the prog¬ 
ram works out how to print the page In such 
a good-looking resolutfonllt 
Woid processing on the ST Is also both gocxl 
and bad. ST word processors general^ have 
more features available that tbdr 8-bit coun¬ 
terparts (e,g, spell checkers, multiple font- 
s^les on screen, etcj but 1 personally still 
prefer word processing on the 8-btt, the 8-blt 
programs Just have a nicer, more pe rsonal 
feel about them. Besides, some of the "impor¬ 
tant" features on the ST such as sjrell-check¬ 
ers tend to be so slow that they aren't worth 
using anyway! 

Desk-top publishing, or DTP* Is something 


the &-blt. Piograma such as TIMEWORE5 It 
are very good and make designing a page as 
easy as ABC! The ST still doesn’t rank as hfgh 
as a PC for DTP but for a fraction of the price 
[and hassle of getting the program to actually 
work!), who caresi Once you’ve tried DTP on 
the ST you may never look at your fi-bil DTP 
programs In a good light again! 

Spreadsheets generally appear to be better 
on the ST, probably due to the fact that a 
mouse can be used to quick^^ move from cell 
to cell. Databases are also good on the ST* 

Not nece33aj% better than on the 8-blt but 
just as good. 

PD llbiartes are a source of valuable software 
... games, utilities, even specialist Interest 
disks (Star Trek fans may be in their ele¬ 
ment!}. Give Page 6 a ring for details of tbetr 
PD library - that alone may persuade you to 
but an ST! 

Of course, you have got other appbeatfons 
which are possible on the ST... sound sam- 
phiig, mldt, telecommunications, etc. 1 can't 
really say that I’ve had any experience trj 
these fields but if that's what you're real^ 
interested in, there will certainly be some¬ 
thing to suit your needs! Be warned though - 
even with today's low software and hardware 
prices, investing In these areas could work 
out to be expensive Indeed. 

So, the mlLUon dollar question has to he 
"would 1 give up on my 8 -blt in fovour of my 
ST?". The answer would have to be a "no" but, 
then again, having tried the ST Tm not sure 
that [ could easily give up on that eilhedll I 
stllJ prefer my 8-blt but the two computers 
complement each other so very well that both 
are vrorth having. Next ttme you're feeUng a 
little low* why not consider buying an ST? 
After all, with TWO Atari computers youTI be 
sho\ving interest In more Atari products at the 
same dme than Atari have ever managed tolft 

• 


which Is infinitely be tter on the ST than on 
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©O THEY DO THAT? 


James Mathrick asks 
a few questions that 
he hopes YOU can 
an^er and 
Les ElZinyhom throws 
in a little of his 
meagre knowledge 

T his oolumn has not appeared for some 
issues, but I hope It has not been 
given Up as a bad idea - it will provide 
a link between piogramnicrs, and will allow 
these programmers and tbetr software {which 
may eventually end up In PD Ubmiiesl) to 
develop with help from others. Below arc 
some questions which I have had some diffi¬ 
culty tn answering, a couple of which 1 have 
already raised In a Mailbag letter, although 1 
hope they are not discounted for this reason. I 
am In desperate need of answers to all these 
questions. 

How do you move the disk 
directory so that It cannot be 
read from DOS? 

1 was told that each sector has a separate 
header telling DOS which sector it is. so that 
when DOS looks for a sector. It works out the 
track number, and then searches the track 
for the rele\'ant sector header* So, as a 
method of software protection, programmers 
placed Identical headers at the start of every 
sector, therefore making it pot luck an to 
which sector DOS reaches first and displays* 
38 


Also, should the disk directoiy sectors be 
given a nonexistent or unknown header, then 
they would not be able to be read by DOS. 

However, studying the Disks and EKDS arti¬ 
cles in previous Issues, these make no refer¬ 
ence to such a header - docs this mean that 
the solution is purely hardware and not 
attainable through software? 

(?Q > f think you an? borkiriy up the UJron^ 
tree with sector headers. Moybe Other compu¬ 
ters use this method hut not the Atari which 
cdtuays stores the directory in sectors 360 
onuxuds. It is in Jact quite simple to chatyse 
the posilion of the directory so that (t con only 
he read by the DOS on the same disk and not 
any other DOS, SOmeiohere ojrxjng the mil- 
Kons qf bits of paper at Page G ts the precise 
ansuier to this question, but / can't^nd iU The 
rrwthod is somethlrig like copying the existing 
directory to a new location (of your choice/ 
ustny a sector copier, locating that part of DOS 
that tells it where the directory fs and chan^ 
ing this to the new location* Next you resaue 
the modi/ted DOS and then uj^pe out the otd 
directory at location 360, hy copying blank 
sectors on to it I heteve that the Juli technique 
ujos pluen fri a book endtled Sojtware Protec¬ 
tion Techniques (or something sipiflar/* Hits 
anyone got a copy, or knom the ansuier to the 
problem? 


How can you corrupt DOS 2.S 
so as to make it accept Ufegai 
Rlenames? 

One solution 1 was given Is: Boot your DOS 
disk, then POKE 3818,0: POKE 3852,127. 
Ihen save the modified, version of DOS by 
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using option H to write out new DOS flies. 

You can then use Illegal filenames (Including 
clear screen characters to stop directories 
being fisted!) 

However, the article liom which I got this 
Information neglected to state which version 
of DOS this was with and, as ofyet* I have not 
managed to make it work, usually ending up 
wtth a DOS disk that crashed or locked up 
upon booting. 

The above solufkm apples to the origlh- 
al DOS 2. 0. If you are us ing DOS 2*5, as 
czlmost euerybody Is, then the ansu*er Is POKE 
3774,rtJ; FOKE 3778,n2 Lohere nl Cs the lou; 
ATASCII oolue qf the range tf characters you 
UTOnt and 02 the high. Dslng 33 os nJ and 
J 23 OS in2 you th^jfuU range of ptmetua- 
ttori, numJwrs and iotuer case letters for your 
Jiiermmes but you can use any numbE-rs be- 
tween 0 and 255 to include o/l OOrttnsJ choroC' 
ters, or a limited number of control characters. 
You ujtU need to experiment though os you 
mayjlnd probZerns, Jbr instance (nciudlrty ” 
and ? 0.5 acceptable JHenairw chameters u^iU 
lose you the facility of usif^ these os ujfld- 
cards* 

Once you haue done the POKEs above you 
rewrite DOS using option H. There Is no need 
to reformat the disk you have booted from as 
the neuj DOS tirfU ouermrtte the oW (but don't 
use your master copy/J 

How can you perform various 
(audio-visual) tasks white 
toadtng programs? 

1 included this question in my last Mailbag 
letter - my best guess was that a new Inter¬ 
rupt drive was set up. However this Is pure 
guesswork. 


How can you maintain a 
steady screen digsfay whilst 
replaying digitised sound? 

As this usually produces Large distortion in 
the sampled sound. I assume the distortion Is 
due to the fact that the computer spends 
Irregular amounts of time on Its ‘housekeep¬ 
ing' routines e.g. maintaining screen display, 
scanning keyboard etc* How to get round this 
I don't' know. 

How can you compress data? 

O ther than In standard text files where you 
can use one graphics character to represent a 
frequently occurring group of many charac¬ 
ters, 1 am In serious need of algorithms to 
crunch picture and sound sample files. 

1 ^^ There are classic edgortthms for oom 
pressing data and I'm sure that techniques 
applicable for other computers could be adap¬ 
ted for the Atari In the meantime check cut 
Andy GuilioiuTie's 17erticaJ Compress ton 
routine in this issue mhich may meil help with 
praphtos. 

^ ^ ^ ^ ^ ^ 

“n “x “x 

Editor*s comments; We tried to make 
this a I'egulor oolu/nn some time oyo but no- 
thing much came by way qf answers or qties- 
ttons. J stdl thtofc this is a good idea for a 
oonttnutr^ dialogue in the magazine so If you 
know the answers to any qf the aboue, piUease 
write them down/or (ridusfon In the next 
Issue. If you hove any questions of your own, 
send them Ih. Someone has the answers. The 
truth is out there! 
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PROGRAMMING 



Y &u^re designing a grt^at pmgram. AJl 
you need is some nice player^mlasUe 
graphlca to complete It. But - sigh - 
you have to fight your way through all those 

Joel Goodwin POKEs and PEEKs to get anywhere. Nice hori¬ 

zontal motion ... but vertical motion is a Joke. 
Well, hey! ] might Just have the thing for you! 

shares a neat PMG Let me introduce you to 'Motivation' a nice 

piece qF machine language which allows you 
to locus on the graphics rather than all that 
programming, 

GETTING 
MOTIVATION 


machine code 
routine with you 


To use Motivation, you must Include the 
Motivation initlallsatlDn subroutine In your^ 
own program. To get it up and running you 
have to do three things: 

Decide which PM resolution you want. 
Set the variable RES to be 1 for single- 
line resolution or 2 lor double-line re- ' 
solution. (Remember that single-line Is 
the liner one) 

2^ Reserve enO'Ugh memory for the player- 
missile graphics. You know, the usual 
messing about wllh RAMTOP. memory 
location 106. When you've done that set 
the variable PMBASE to be the page 
number that the player-missile memory 
starts from. 

3. GOSUB 10000 
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L* mi HM_ miwiTim _ 

UD 99?2 REf)_ Joel SoodMiii _ 

TC 9993 REM MEM ATARI USER - Mtrch ‘9i 
CO 9994 REM INITIALISE MOTMTIOH 
KB 9995 REM Inputs; 

NS 9994 REM li£S=reso1utiDn 1 or 2 tor 
JN 9997 REM single or double line 
ER 9998 REM PHBASE^pige nunber where 
EJ 9999 REM FM imor/ begins 
HN IBIBI l)mMOTt(S|},IltV6EADR(«,CllLOUR{ 
4),HPDS(4),OPOS(4),5I2E(4):RESTOR{ EIB 
BB 

NE IBB 11 RES=3-RES 

AT 1BB2B FOR 1=1578 TO I7B1:REA0 BiFOKE I 
,B:NEXT I:FOKE 1384,14EISS-4 
LL IBe3B FOR 1=1 TO SBrREAD a:HOTI(l}=CHR 
B(B):NEXT I 

OB 1BB4B IF RE^l THEN LD=128!Hl=Fn^En 
JH IBBSB IF RE$:2 THEN L(NB;HI=PM»5Et3 
FO IIB4I FOR I=B TO 4:CllLIUR{I)=7B44l;S17 
E(I)=532S44l!HP0S(I)=15574]:W0S(I)=15 
42fIilMAGEADR<I)=15474t{2 
2E 1BB7B POKE irUGEADRtl) ,42iP0KE IIKGEAI) 
R(I)4:,4iP0KE IS5m,B;NEXT 1:COLOUR<4 
)=7UiS12£(4)=1577:P0KE SIZE(4),B 
NE 1BB8B POKE I544,(L(F=II)K254-LIB+L0-1:P 
OKE 1S45,H]:ADDR=L04HI12S4:F0R I=B TO 
3 

RO 1BB9B l0=L0«12eilRESilF LD=254 THEN LD= 
B;H]=HHI 

LC IBIBB POKE lS344ll2,<LD=B>lt(254-LD)iLD 

-liPOKE lS37tlJ2,HI:NEXT I 
W IBIIB l=tISR(ADR(H0T«),ADDR,(PHBASE»54 
Ha241RES]-ADIlR);P0K£ 54279,FMEASEsIML 


T=1579tRETURN 

JN IBll? REM HOTIWTHW VBl 
MS tB128 DATA B,B,142,4,173,47,2,9,8,141, 
47,2,]4i,B,2l2,149,3,141 
OY LBI3B DATA 29,2BB,173,111,2,9,14,141,1 
11,2,141,27,288,173,43,4,244,3,74,98 
$G 11141 DATA 228,173,41,4,10,18,13,41,4, 
IB,18,13,41,4,II,18,13,41,4,141 
DE IB 19 DATA 12,288,172,41,4,185,242,4,1 
41,28,4,138,18,140,24,189,11,4,121,8 
DH 1BI48 DATA 4,141,139,4,185,1,4,141,148 
,4,189,15,4,241,9,148,149,8,153,255 
FU tB178 DATA 255,134,288,258,138,18,148, 
189,21,4,224,4,248,5,157,8,288,288,22, 
141 

ND 18188 DATA 7,2BB,24,1B9,2D,4,I41,4,2D8 
,189,28,4,141,5,289,1(9,28,4,141,4 
HP 18198 DATA 288,24,199,24,4,157,18,4,12 
1,8,4,141,231,4,185,1,4,141,232,4 
88 1(288 DATA 185,31,4,141,228,4,141,219, 
4,185,32,4,141,229,4,141,221,4,173,^ 
IP 18218 DATA 255,157,15,4,148,241,9,185, 
255,255,153,255,255,134,2*8,247,282,14 
,128,74 

KP 18228 DATA 96,228,2,4,2,9 
JC 18229 REM HOT* DATA 
m 18238 DATA 184,114,133 
OS I824B DATA 288,184,133,287,184,73,255, 
133,2(4,114,73,255,133,285,238,285,2(6 
,2,29,2(4 

tU 1(258 DATA 149,8,148,145,287,288,286,2 
,231,218,238,285,288,245,238,284,288,2 
41,149,7 

D1 18248 DATA 142,4,148,44,74,92,228 


Undeflinei INVERSE CHARACTERS - [ T = CONTROL 4 CHARACTER -< > = INVERSE CONTROL » CHARACTER 


After your program has finished step (3) then 
it is ready to use some motivated player- 
itiisslle graphics. 

Okay. [ lied about the missile graphics, But 
it's not all bad. What Motivation does is turn 
the four missile^ into one player, so you don't 
have four missiles but you do have five 
players! 


So how do you use these players? Well 
Mollvation has set up some variables which 
makes all that memDiy map checking a thing 
of the past. All you do is POKE through the 
variables, bke thus: 

150 POKE HPOS(0),100 

This would give player 0 a horizontal post- 
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tlon of IOOh Or: 

225 POKE StZE(4).3 

This would give player 4 quadruple widthr 
The number In brackets Is always the player 
number, from 0 to 4. 

Here Is the list of all of the variables Motiva¬ 
tion sets up for you to use, where p is the 
player number, 

HPOS(p) Horizontal position 

VPOSfp) Vertical position 

SIZ£(p) ' Size (width) O=norma] 
l=doublc 3=qiiadruple 
COLOURfp) Colour 

IhUGEADRip) TWo-hyle image address 
HALT Halt flag (special, see laler] 

But let's discuss exactly how you would go 
about putting some players onto the screen. 


set of eoTmnands: 

330 IMAGE=ADR(A$):HI=INT 
{I M AGE)/256 :LO=(MAG E-Hr256 

This has converted the Image address into 
the standard two-byte form of an address. We 
would then pass on the image to Motivation, 
For Instance, for player 3: 

340 POKE IMAGEADR{3),LO:POKE 
IMAGEADR(3)+1,HI 

Then we could POKE IIPOS(3l with the hori¬ 
zontal position, VPOS(3) with the vertical 
position. SIZE(3) with the size and 
COLOUR(31 with the colour. And that Is all 
there is to using Motivation. 


1 LIED AGAIN! 


MANIPULATING 
THE PLAYERS 

First thing you have to do Is give a player an 
image, TTie l^st way of doing this with Moti¬ 
vation Is put the Image into a string, Now say 
we wanted to have a player In the shape of an 
'A‘, WeU, the data for an A could be: 

350 DATA 24,60,102,102,126,102 

And this is what we would actually do: 

300 DIM A$(7) 

310 FOR 1=1 TO 7:READ D: A$(l) 
=D: NEXT I 

320 DATA 6,24,60,102,102,126,102 

The important point is that Motivation looks 
for the first byte to tell It how much graphics 
data there Is, So here we have sEiid that the *A' 
shape has 6 bytes of graphics. 

How would wc give a player this shape? Wc 
need to work out the address of the shape in 


Motivation Is cssentialH' a Vertical Blank In¬ 
terrupt (VBl), Wliat this means is that MoUva- 
ticn Is activated every I/50th of a second and 
it proceeds to check all of the inputs from the 
programmer through HP05(xh VPOS(x) and 
so on. 

The problem Is that because It works so fast 
and BASIC works so slow, you might end up 
with MoLK'ation being aetfvatjed when you 
have only POKEd the one-hatf of an Image 
address {recall that you have to do make hvo 
POKEs to set an image address]. This means 
there will be an unsightly flash of garbage on 
the screen when you are POKEing an image 
address. 

There arc two solutions to this. One is that 
you should only change image addresses 
when players are olT screen (i.e, when you 
have POKEd HPOS[x] with 0). This is fine but 
means animation earmat be achic^'^cd by 
POKEing the image address - you would ha\'^e 
to physical^ change the image data. 

The second solution which Is In-bullt into 
Motivation is the HALT Qag. You can elective- 
ly turn Motivation off while POKEing an image 


mcmoiy. We would do this by the following 
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EX I m 

IR 2 REH ff IKnMTlQN DEHO L R 
ZL 3 flEH I by Jciel Bcodwin t 

HB 4 REH t —----— R 

DU B REh H NEk ^TARl USER H^RCH 'U N 

FC 6 tRIIttmittRlIRtllllRIIINIttilHIlt 

m 7 REff 

QD 5B RES=2iPHB(^E=PE£K(lBi)’4:P0KE IB6,P 
flBASE-hGIMFHICS BiPDKE 7ll,l3iPDKE 75 
Z,li? 

HE de B05UB IIIBQ 

XF 71 DIK IHAEEftlZJr? i? i? "lESCJABl 
Hove the joystic)J!“ 

IH St RESTORE jFOR I=I 10 l7iREflD DrimGE 
$n)=CHI»(D>!fjDa I 

RD ?t I)^DR=ADA(]H4eEt) ]H]=M(imOR/256) 

IBB H=IBB;U=^5ejPDKE CDLDURfB) JSBiPDKE 

I4J ILB POKE ft4LT,hP0K£ ]t«^DR(e),L0;P0 
K£ ]r«!^EA[)R(B)4l,f|IiP0KE RPOS^B) ^H^fOK 
EUP0S<9),Ui™E HftLTpB 
KZ 12B POKE KPOS<ei,H;PQKE 
PS 130 S=STlCK(i)rlF S=14 THEN 
iGDTO m 

04 148 IF S=13 THm U=V+(U(Pd) iGFTO 12B 
m 15§ IF S=n THEN H=H-2I(H>4B) sGOTO I2S 
GS m IF ^7 THEN H=H42I{HC17A) iGOTB I2B 
N0 170 GOTO I3B 

HI 2BB MTA li, IZ9,12P, 153,153,109,109,25 
5,255,255,255,lfi9,IG9,153,153,129,129 
9??1 REN HOTlWlTlON 

HI ?992 REH Joel Egodwiji * June 1995 
KJ 9993 REN 

9994 REH INITIALia HffTMTISN 
HS 9995 REN Inputs! 

NS ?9?i BEH BE^resolution 1 op 2 Eop 
A4 REN single nr double line 
ER 99fB REH <HBA5E=page nunber idiere 
FJ W99 R£H PN nenopy btgins 


HH tiaea dih hdt«(5R),iweeadr(4),cdldur( 

4) ,KR0S(4) ,UP(}S(4} ,SI2E(4) iRESTORE IH 
NE 1BR18 K^3-RES 

AT ]|g2t FOR I=[S78 TO I781:REAI) BiPONE I 
,8;NE)rT liPOKE 1584, l4]RE5-4 
LL 18838 FDR 1=1 TO 58;RDID B!H(jr4(!)=CHR 
1(B);NEXT I 

]Q 18848 IF RE^I THEN Ll^l28!HI=mBASE4l 
JU 18858 IF RES=2 THEN LO=8:HI=FNeASE43 
PU 18848 FOR 1=8 TD 4;CSL0UR{I)=7B4+I;S17 
£(I)=S32S4O;HP05<I)=lS574];0P0S<I)=i5 
424l;lHA6EADR<l)=!5474lii2 
2E 18878 POKE IlMGEAgRni,42iP8KE IlttGEW 
R(I)it,4:P0KE ISSUE,8;NEXT I;C0LGEIR(4 
)=71I:SI2E(4)=I577;P(IKE SI2E(4),8 
NE 18888 POKE 1544,(L0=8>l(254-La)4LG-UP 
DKE lS4S,Hl!ft[)DR=UHH]12S4iFGR 1=8 TO 
3 

RO 18898 LO=LOH28KRESiIF 1.0=254 THBI L0= 
8iH]=HI4| 

LC 18188 POKE ]534»tl2,(l(^811(254-L0>H0 
-llPDKE IS37«»2,H]iND(r I 
ttl 18118 I=IIGR(ADG(NtrTt>,ADDR,(PHBASE!IZi4 
4lB241RES)-AI»R):raKE 54279,PHUSEiUL 
T=1579:RFT0RN 

JN 18119 BEH NUnWiTim Wl 

NS 18129 DATA 8,8,142,4,173,47,2,9,8,141, 

47.2.141.8.212.149.3.141 

DY 18138 DATA 29,288,173,111,2,9,14,141,1 
11,2,141,27,286,173,43,4,248,3,74,98 
58 18148 DATA 228,173,41,4,18,18,13,41,4, 

18.18.13.41.4.18.18.13.41.4.141 

OE 18158 DATA 12,288,172,41,4,185,242,4,1 
41,28,4,138,18,148,24,189,18,4,121,8 
QH 18148 DATA 4,141,139,4,Iffi,1,4,141,148 
,4,189,IS,4,248,9,148,149,8,153,255 
FU 18178 DATA 253,134,288,258,138,18,148, 
159,21,4,224,4,248,5,157,8,289,288,22, 
141 


Ihdnrlhe : INVERSE CHARACTERS-[ ]= CONTROL 4 CHARACTER-c >= INVERSE CONTROL+CHARACTER 
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afidjcss. You would use 


400 POKE HALT,1 

to tell Motivation to atop- Then you would 
F^KE your Image address, for example 

410 POKE IMAGEADR(4),LO:POKE 
IMAGEADR{4)+1 ,HI 

and then you would tell Motivation to con¬ 
tinue again by using 



CHAHACTEn > = INVERSE COHTTiOL + CHARACTER 


420 POKE HAtT,0 

You may And these extra couple of POKEs 
sbw things down a little and so It Is up to you 
which approach you take. 

Note that when Motivation Is stopped It does 
not mean aU of the players will disappear. All 
It means is that players will not be updated 
(position, size etcj until you turn it back on, 

OTHER THINGS 
WORTH KNOWING 

Refrain from POKEing any of the player-mis¬ 
sile mcmoiy locations. Use Motivation's POKE 
variables c.g. HPOS, VPOS, SIZE. You arc 
allowed to POKE the priority register, 623, 
but you will And that the bit corresponding to 
"turn the four missiles Into a fifth player" Is 
permanently on. You can also POKE the 
SDMCTL register* 5S9. but there you will And 
the relevant bits which activate the players 
are permanently on. It Is best to POKE to 5B9 
as if player-missile graphics are not In use. 
For eKajnple; 

POKE 559,0 - turn off screen 
POKE 559,34 - turn on screen 

One thing Motivation does not interfere with 
is the coUlsion detection mcchanisni. You can 
stlU POKE to HrrCLR (5327S)* and PEEK the 
collision detection registers as normal. Just 
remember that the four missiles are now one 
player, player 4. 

Talking about the four missiles as one play¬ 
er, you will need to beartn mind that the 
colour of player 4 is ihe same as the colour of 
playfleld 3, That Is, if you POKE COIjOUR( 4J 
then you are actually F*OKEtng direct to loca¬ 
tion 711, i.c. just like using a SETCOLOR 
3tX,y oommand. 
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You can also POKE directly to the player- 
mlssQe memojy. There Is nothing "lllc,^" 
about this but be warned that ModvatlDn will 
not care for anything you smuggle in through 
the back door. 

Motivation uses nearfy aU of page 6 of merri' 
ory, only locations 1782-1791 are free. Also, 
when initialising. Motivation will use mciiiDiy 
locations 205-206 but once It Is up and run¬ 
ning these locations are free for your program 
to use. 

Motivation works by erasing old player im¬ 
ages and drawing new ones constantly* If you 
have very large images you may And that your 
program begins to slow down. This is one 
price you have to pay for Motivation's sim¬ 
plicity. 


THE LAST WORDS 

There are two demo programs. The first la a 
simple one designed so that you can read the 
program to help you get to grips with Motiva¬ 
tion, AU ft does is move around a large player 
using joystick input. 

The second Is well, a bit of fun really. 

Motivation Isn't perfect but I’d guess that It's 
a damn sight easier than setting up player- 
milssile graphics from scratch, I hope you 
think so too. 


NOTEt Listing 2 is too long to 
include in the magazine and is 
therefore on this issue's disk as a 
ready to run program. It is also 
avaitahle as a Typo-coded printed 
tisttnp on request* 


A SUMMARY OF THE 
PROCEDURE 

1, Put RES:^1 Of 2 for single or double line 
resolution. 

2, Reserve memory lor the playef^missile 
graphics. Set the variable PMBASE to be 
the page number lhal this memory starts 
from, 

3, OOSUB 10000 to inrtialise Motivation, 

To give a player an image, put the image 
(iata into a string bot the first byte of the string 
must be the- number of graphics data bytes 
there are. The address of this string must be 
divided into rts LO and HI parts which must be 
PDKEd into IMAGEADR(p) and 
IMAGEADR(p)+1 respectjvely, where p is the 
player number. 

Other charactefistics can be set by POKEing 
HPOS(p), VPOSCp). SIZE(p) andCOLOURfp}, 

To avoid garbage flashes when setting an 
image address. POKE HALT with 1 before 
setting the image address, and POKE with 0 
when finished. 

. I 

THE TRUTH 
IS OUT THERE 

At least ft^s in the PD Ubrarp iJvis month - 
chicle tt out to dtscou^r fuert/Ching gou 
didn't knouf about tf^ X FTLE^ 

IVith thanks ta ffeotn Cooke 


Page S' s New Atort User 


4S 

























Features 

and 



Is James Mathrick 
drecaning or could 
there really be a 
Juturefor Atari? 


T hose who reeid the special report froin 
Lcs tn the March/Aprll edition, about 
the Atari Time Machine may have 
classed it as a space fUJer, a trip Into the 
fantastic by an over-worked editor, or an ela¬ 
borate April Fool Practical Joke, Or. If you 
believed it, you may have agreed, that due to 
Atari's Infsompetencc, It had no future. Let me 
teU you, It docs, or did, or will, because I have 
been there and T have returned from the fu¬ 
ture with a story to tell. 

For some time m±***tt* the Atari 

S-bltters had been left In the lurch, left to 
fend for themselves and provide their own 
support. Thus, they had become a super-race 
of programmers, but still had not the recogni¬ 
tion this deserved. 

In early 1996. the editor of the world’s oldest 
and best dedicated 8-bit magazine sat down 
and wrote an article, a mere trip Into the 
fantastic about an Atari Tline Machine. 
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Some distance away .... m 

the Tramlcl household. Jack spluttered noisi¬ 
ly over the breakfast table. He calmed down, 
placed his bank statement baek on the pile of 
Junk mail, and started to mop up the cham¬ 
pagne that was now dripping off the side of 
the table. 

His eldest Sam, thundered down the stairs 
and bounded into the dining room, flinging 
open the door and causing the Junk mail to fly 
amund the room. 

"Grow up’^ muttered Jack, "you're over forty", 
leaning over to retrieve the letters from the 
floor. 

"Dad, you know British Rail whined Sam, 

"Son, I'm r>ot getting you any more com- 
pardes" muttered Jack, regaining the last of 
his mall. "Especially considering the situa¬ 
tion*" He sUd the bank statement across the 
table to Sam. who studied It with some dlfljl- 
culty. 

"So, er.. this la bad then?" guessed Sam, 

Jack nodded silently and munched thought¬ 
fully on his smoked salmon. Things had got 
bad, and they might get worse. Money was a 
scarce commodity and purse strings would 
have to be controlled. Hell, he might have to 
sell some of his houses, and the yacht would 
have to be history. 

The butler brought in more food, and Jack 
rummaged around tn the junk mall, and 
found a diamond tn the rough - a one-off 
subscription to the resource for the Atari. 
Classic and Atari ST. He slid open the en- 
velope^ and slid out the magazine, pausing to 
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quietly admire the quality appearance from 
pink cover to pink cover. He sighed slightly at 
the Insults thrown at him from the back 
cover, but then again, he’d got used to them a 
long time ago. His mind wandered as he flick¬ 
ed through the magazine, revering the sheer 
grltbricss and perseverance of the publishers 
and contributors to continue canying the 
Atari torch. What he needed, he thought^ was 
inspiration, in order to stop Atari PLC from 
collapsing. 

His ^cs flxed suddenly on an article. It’s 
tide read "ATARI SAVED!", He scanned over 
the various Insults, and then sat back, pick¬ 
ing the caviar from his teeth and considering 
the idea. Time travel, Wowi 
TNvcnly seven seconds later, he had a 
headache, and needeci help working stuff out. 
He called the butler over and whispered to 
him. Sam sucked loudly at his champagne 
through his straw. 

The butler wheeled over a computer, the 
letters "ATARI 800XL" gleaming on a metal 
plate on the keypad. Jack looked quizzically. 
He had never really been a computer man, 
but he'd had this computer since at least 
Thuraday, as someone had told him they were 
antiques. He waited. 

”Jeeves, It’s not doing anything, "complained 
Jack. 

The butler leant over. 

"You might tiy the switch at the back, sir ’ 
muttered the butler. 

Jack leant forward, eyeing the butler with 
distaste, and flicked the switch. He sat back, 
as the computer beeped, clicked, and fell 
silent. 

Jeeves leant forward again.The keys, sir" 
Fiv^e minutes, and thirty-three ERROR mes¬ 
sages later. Jack got up and walked to the 
Window. He needed help. He would also start 
Saving money, tcM. 

"Jeeves, get the car. I'm off to our thought- 
tank" 

’The car has a puncture, sit" 

^Damn It. Get another," onlcred Jack. After 


all, Mercs weren't that expensive. Computers 
were though. Apparently. 

A few years later .Atari 

had bng since folded. The Atari Time 
Machine project had stopped short due to 
lack of funds. In order to raise funds. Atari 
had sold the Time Travel software rights to 
Sega, who now owned three-quarters of the 
world's wealth. The software did the job, but 
barely, and didn't quite work completely on 
the Atari hardware: - tn fact, the time machine 
managed to eradicate Itself and several large 
cities out of existence, and therefore never 
actually existed at all. 

It was about this time that a pragrammer, 
driven Insane by the Infinite variations and 
add-ons of modem PCs, released two deadly 
viruses into the world. One was a computer 
virus, transferred by the Internet and disks, 
that eventually led to the simultaneous col¬ 
lapsing of every internet link tn the world. The 
second, more deadly* virus, attacked more 
organic systenw, humans in fact. 

It was a variation of the ‘flu vtrus, which 
synthesised nitroglycertnc and stored It fn a 
purpose-constructed vacuole, which was then 
ignited by a high output of metabolic energy 
when the virus died. The result of this, due to 
the quick spreading of the virus throughout 
society and the human body, was that almost 
everybody in the world spontaneous^ ex¬ 
ploded. Almost everybody. 

The long'SuflerLng arMl gritty Atari classic 
programmers appeared to be immune to both 
viruses. The computer virus tmmuiifty was 
easy to explain, as no commercial software 
passed between ihe superior machines any 
longer, and very few were connected to the 
Internet, The blologlca] vims immunity, 
however, was harder to explain, but was attri¬ 
buted mainly to the high caffeine levels In the 
blood (from obscene aniounts of cold coffee 
taken In late at night} and the seml-catalcptlc 
stale this, and very late nights In front of long 
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programs, produced. 

Because of this, the world was dev'old of all 
technology, (as even toasters were linked up 
to the Internet In those days} and human Ufe, 
except for the Atari programmers and their 
trusty 8-bits. They, too* would have died out 
also. If one of their number had not disco- 
veitd a top secret mUltaiy coffee mine, which 
sustained thetr scml-consclous existence 
from then on. 

One of them* called N^kl, one day uncovered 
the plans for the. Atari Tiinc Machine on a PD 
disk, aptly labelled 'Diversions^ 

Ihc programmers, well used to fitting mem¬ 
ory upgrades and such like* managed to re¬ 
construct the machine and correct the soft¬ 
ware for it. One of their number, namely me, 
was volunteered to take the one-way trip back 
to the twentieth century to warn of the Im¬ 
pending disaster. 

I would have gone back then, but by some 
freak of nature. It started to rain cold coffoe. 

In the year-long burst of hyperactivity and 
twitching that followed, the programmers 
managed to repopulatc the world. 

The world is now (then?) a Utopia of Atari 
8-btt prograrmners* where all software and 
hardware Is fully compatible, and where qual¬ 
ity software Is commonplace. 

1 came back* reluctantly* three years after 
then* and my message Is this. We have a 
glorious future - if you stick by your machine 
and by your principles, you will survive when 
the world oollapaes. Wc can make the world a 
better place. Remain faithful, and carry on 
believing. 

.. OK. so maybe It may not 

happen exactly like that {God knows, 11 may 
have already), and I may not have exactly 
time travelled back from the future, but this 
little bit of fantasy dees go to show the sheer 
quality of us Ataiians. How many non-Ata- 
rians out there can program their computers? 
How many know the Inner workings of their 


computet^ How many even know what the 'K 
rating means? Not as many as S-blt owners* I 
would guess. 

The software coming out for the Atari at the 
moment pushes It beyond its limits and capa¬ 
bilities - how many PC programmers can 
claim that of their software? It may be true 
that only when one Is restricted fin terms of 
capabilities of the hanlwarc) and discovers 
one's limits, can one be truly free and pro¬ 
duce high-qualify results. Modem PC prog¬ 
rammers are lost In almost Lfmldcss memory 
and hardware, and never have to juggle with 
capacities and capabilities, and the result Is 
another mediocre (in respect to the poten¬ 
tial of the machine! blat-cm-up arcade game. 

How many Commercial text adventures do 
you see on PCs? A program where you actual¬ 
ly have to know how to FiEAD and THINK 
without having to rely on itchy trigger fingers? 
Not many , again. 

Because of the restrictions and compromises 
of the Atari, the Atarians have become a bet¬ 
ter quality of person - when they encounter a 
problem or Impossibility, they will find a way 
around or under it and produce the result 
they want, without necessarily sticking more 
memory In the machine or upgrading their 
soundblastcrs - compromise Without loss. 

And so* we become more adaptable and re¬ 
sourceful, So hang in there - wc art the mas¬ 
ter race. ' 

To be fair* wc haven't got everything going for 
us. Years ahead, when sclcntlsls are strug¬ 
gling to create ajilfrclal intelligence, wc Ata¬ 
iians will know that Atari created It in the 
early 'SOs in the S-bits. How else do you 
explain the computer locking Up In exactly 
the same point in a pmgram again and again 
when it gets bored? Or the computer scramb¬ 
ling a particular ffJc it doesn't like, or it throw¬ 
ing up random errors when Its not happy with 
your DLJs? I blame artificial intcUigcncc* 
although again, It Instills us with patience 
and perseverance, adding to our sheer 
quality. 
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So we are not part of a oomputex ring, but 
more of a religion, a small group of elite prog¬ 
rammers. The worshippers. I reckon* can be 
separated Into two groups - the thinkers and 
the programmers* 

The thinkers are those with the ideas - grand 
and Incredible plans for software and games, 
ideas, which, to be quite frank* the non-Ata- 
rians lack. (Let’s face It, if thi^'re not open- 
minded enough to have an S-btt, how great 
can thdr mind be?) They may also have Ideas 
about how to Improve programming, and get 
round those little niggles that have prevented 
great things happening on the Atari* Whatev¬ 
er the ideas, the thinkers lack the necessary 
programming knowledge or feeling to Imple¬ 
ment these Ideas. 1, myself* belong to this 
group, although, through great perseverance, 
my programming capahilldea are advancing 
in leaps and bounds. 

The second group is the programmers - 
those with the natural feeling Ibr program¬ 
ming. who can l&asically take an idea and 
make it a realily* given enough cold coffee and 
an assembler, compiler or whatever. They do. 
however, lack the divine Inspiration of the 
thinkers, and spend their time improving ex¬ 
isting programs or upgrading previous ideas. 
There are the rare few* the thinker-program¬ 
mers* who have the ideas, and the means to 
make them real, if you are one of these* and 
you have not yet produced any software for 
the numerous PD collections, WHY NOT? You 
are letting the Atari slip quietly out of exist¬ 
ence, so start coding! 

For the rest of us, the less gifted* who fall 
into cither of the categories, the solution 
seems simple - let's combine talents - stop 
being separate units of Atari users, watching 
the few thinker-programmers striving to keep 
the Atari alive, and become a single Atarlan 
organism. 

The problem is how to achieve this. Small 
Atarlan comm unities have set up. e.g. Aura, 
WFMH, Hardsoftetc. and have produced 


thousands of users out there, there are think¬ 
ers and prograitimeis In close enough proxim¬ 
ity to produce software* 

Otherwise, extend the 'How do they do that?' 
ooluiTin into a sort of Programmer's challenge 
- send In your problems with programming, 
and let others help you out* 

Also, other than offering yourself as a pen 
pal, a thinker and programmer contact ser- 
vice could be set up. Surely the thinkers out 
there have had ideas for software, but have 
thought them stupid or Impossible ideas - let 
the programmers decide whether they are im¬ 
possible. Likewise, the progranimers out there 
would surely like a challenge or problem, but 
have thought their talent Is useless, not good 
enough or wasted on a dying communi^. 

Snap out of iti Let’s get together ar>d m^e 
this world an S-bltUer placet 
For those who claim to be of neither group, 
articles, hints and tips are well within, your 
capabilities - even a letter to the Mailbag 
expressing your opinion of the Atari situation 
would help us Atarians - cveiyone haa some¬ 
thing which they can submit to Page 6 and/or 
similar 8-blt magazines* 

Overall, It can be seen that a bt can still he 
done* and the possibilities can never end. If 
vre all pulled together, the 8-blt can survive 
well Into the next centuty. 

Although the Ttu- 
mlels were mentioned In the story, 1 do not 
wish to ridicule or embarrass them (or tff- 
come engaged In a lacw sutt) 1 think that th^ 
are all great guys, and that they all weigh 
their weight In gold. I would gladly shake any 
of them warmly by the left foot* 

Should you wish to agree, disagree, com¬ 
ment, send words of support etc. or offer/ 
exchange ideas/pfogramming skills write 
either to Page 6 (address In front cover)* or 
me* James Mathrick. at 5S Whichers Gaie 
Road, Rowlands Cftstk. Hants, *P09 GBB • 


qualiiy software. Surely in the scattered 
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PROGRAMMING 


HOLD SCREEN 


by John Foskett 


I t Is often a requirement, partJcvilarly with 
a utility program, to provide sub-menus 
with various ways of exiting. In most 
cases after selecting a potentially destruc tive 
function from a menu, a sub-menu is display¬ 
ed giving the option to continue or exit 
perhaps by pressing RETURN or ESCAPE or 
even by pressing either TT or 'INT for Yes or No. 
Sometimes a specific such as ESCAPE 
mu St be pressed to exit, maybe to exit fiom 
an error trap routine for example. When dis¬ 
playing Instruclloiis on screen, it may be 
more convenient to allow any hey to continue, 
but a spectflc key such as BACK SPACE to 
allow a previous screen to be redisplayed or 
again ESCAPE to exit. 

The machine code routine presented here 
performs these three functlona, each of which 
Is automatically determined by the number of 
parameters used In the call. The routine will 
hold the current screen until. 

I. Either of two keys are pressed 

2. A specific key Is pressed 

3. Any key Is pressed 

A great routine to allow 
you to select specific 
keys to exit from a 
section of your program 


USING THE ROUTINE 

Each of the routine's three functions are 
described separate^ as follows.,,. 

1. EITHER OF TWO KEYS 

The routine will exit only if cither of two keys 
are pressed when using two parameters as 
foUows.*.. 

KEY=USFt(ADR(HOLD$)AB) 

Where 'A' and 'B' air the hardware codes for 
the chosen two keys required for exit, Tta 
determine which of the two keys were press¬ 
ed. the routine returns a value of ONE to 
BASIC if the key representing the first para¬ 
meter in the call is pressed and a ZERO if it Is 
the second. 

2* A SPECIFIC KEY 

The routine will exit only if a specific key Is 
pressed when using one parameter as 
follows.... 

KEY=USR(AOR(HOLD$),A) 

Where 'A' is the hanfwaro code for the speci¬ 
fied key required to exit. 

3* ANY KEY 

The routine will exit if any key Is pressed if 
used without any parameters as follows.... 
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KEY-USR(AOR{HOLD$)) 

The hardware code for the key pressed is 
returned to BASIC so that the actual key 
pressed can be detected. 


SOME EXAMPLES 

KE¥sUSR(AOR{HOLD$),12,28) 

This would be used to hold the screen where 
cither RETURN or E^SCAFE is to be pressed to 
exit, all other keys being Ignored. If RETUEiN 
Is pressed, then KEY=1 because 12 Is the 
hardware code for the RETURN hey which is 
the first of the two parameters In the call. If 
ESCAPE Is pressed, then KEY=0 because 26 
is the hardware: code for the ESCAPE key 
which is the second parameter In the call, 

KEY=USR(HOLO$),43,3S) 

This is the same as above except that the 
routine on^ responds to ihc IT and 'N' keys. 
43 is the hardware code for TT and 35 for N' 
and therefore KEY=1 only if the TT key is 
pressed. 

KEY=tlSR(ADR(HOLD$),2e) 

This Is used to exit where a specific key la 
pressed, in this case the ESCAPE key because 
28 la the hardware code for ESCAPE. 

KEY=USR(ADR(HOLD$)) 

This wenuld be used to hold a screen where 
any key Is used to exit. If the key pressed was 
ihc SPACE-BAR, then KEY=:33 because the 
hardware code for the SPACE-BAR is 33, 


HOW THE 
ROUTINE WORKS 

There Is only one extra memory location 
used in the routine which is the zero page 
location 203, ff required, this may be replaced 
with any of the unused Locations anywhere In 
RAM. 

The first operation of the routine Is to place a 
zero into locations 203 (PEEKADD), kKations 
212 and 213 and then to load the X register 
with 255 and store It In location 764 to cancel 
any key press that may exlsL A value of 255 
In location 764 means that no key has been 
pressed. The next operation is to remove the 
first parameter from the stack to determine 
which of the TOutine''3 three fonctlons to per¬ 
form. If the parameter was a zero, then con¬ 
trol is passed to the ANY KEY section, but if It 
was 1, then control Is passed to the SPECIFIC 
KEY section. If the value was greater than 1 
(that Is 2], then control is passed to the 
EITHER OF TWO KEYS section. 

Apart from the start of the routine as de¬ 
scribed above, the routine fs basically spilt 
Into three separate sections, each of which is 
described separately. In order to understand 
the followtng descTipUons, it Is Important to 
note that location 764 always stores the hard¬ 
ware code for the last key pressed. 

1. EITHER OF TWO KEYS 

This section first removes the two para¬ 
meters from the stack and stores them In the 
X and Y registers respective^ after which a 
loop (LOOP 1) Is entered where they are con¬ 
tinually compared with the contents of loca¬ 
tion 764. [f the contents of location 764 Is 
equal to the contents of the X regis ter then 
the loop Is exited via the label EXiTl, but If it 
equals the contents of the Y register, then the 
loop Is exited via the label EXIT2. Since loca- 
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W It RDI 

W 2t HEM S :tDLD SCREEH * 

IN 31 Rffl I A mCKlie CODE ROUTINE ! 

CT 4B REN I M!TH DEMON^TRATIW PROGRAN I 

Cy 3i REN t - * 

TC it REN K BY JOW FOSKETT SEP^Ji * 

RD 71 REN J FOR NEH ATARI USER J 

IF 88 REN 

EO Rt DIN HOLD$<i7) 

SG lit HGLDt=*)[,)<E>K<E>TCE)!N 
. tESC,lNS£!tTl<N>iIBTlis!iT[A]£tY]hhifih 
(KIBl EtGIUIBIfitRIPtlCAKEJKEHlJ 
hhilltB3P< i>[ .imB]fiEi>J.IBl(E) 

K(E)TI.]■ 

BO Til REN 
QQ 121 REN 

FS 131 REN DENONSTRATIOH PROGRAM 
AS 141 GfflPHlCS tJPDKE li,i4:P0KE 53774,i 
4:POKE 752 I 

KB 151 ? '[ESC,CLEAR] HDU) SCREEN HAWIN 
E CODE RDVriNE';? *IESC,TABHESC,TAB}H 
RITTEN FV:7 ‘tESC,TABltESC,TA0] 
lESC.LEFTIJOW FOSKEH’ 

NX lit ? :? !? ;? 'SELEa OPTION REOUIRED 
i? :? ■!. PRESS EITHER OF TWO 
KEYS TO EXIT* 

« 178 ? j? ’2. PRESS HIE KEY TO EXIT <ES 
CAPE)':? :? '3. PRESS (tfl KEY TO EXIT' 
CB IBt POKE 7i4,2S5:0PEN tl,4,l,'K:‘:Gn 
ll.KiCLOSE »l!K=K-48!lF K<1 OR K>3 THE 
N IGI 

CF 191 POSITION 9,5:? ' THIS IS E)6^1PLE T 
EXT ' 

KH 211 FOR !=i TO ItiPOSITICN 2,1;? 'AAAA 

/KVVWWWWVWWVKWVlAWAnA^ ;? 

UndeiRne : INVERSE CHARACTERS - [ ]= CONTROL 


tHDH I 

TK 211 ON K SOSUB 250,341,410 
El 228 REN ' Etil tc Re-Run 
UR 23t ? :? :? ‘PRESS RFTUm TO RIN AOA 
INIESC,BELLI';POKE 7i4,255:I=USR(ADR(H 
0L»),12);RIN 

LC 241 REN - 

IJ 251 ? 'PRESS JL OR X TO EXIT' 

BY 2il I=USR(A0RIK0LDt),43,35) 

BL 278 ? 'lESC.IlEAR]':? i? 'YOU PRESSED 
THE 'i 

DU 2BI IF 1 THEN ? 'm*; 

RR 298 IF NOT I THEN ? 'EM)'; 

CR 311 ? ■ KEY':? :? t? 'THIS MAS ACHIEyE 
D USING LINE....':LIST 246 
K1 311 ? !? ‘HHERE....’;? :? *43 IS THE H 
ARCWRE CODE FOR 'Y":? '35 IS THE HAR 
DWiRE CODE FOR 'N" 

ZD 328 RHUIK 

LB 33B REM - 

UP 348 ? ‘PRESS ESCAPE TO EXIT' 

SG 351 I=USR(ADR{H0LD«},28) 

LI 341 ? ‘[ESC,CLEAR]':? :? 'THIS MAS ACH 
lEUED USING LM....':LIST 351 
RA 371 ? i? 'MHERE....':? :? ‘2B IS Tl« H 
ARDIURE CODE FOR CESCAPE)' 

ZP 388 RETURN 

IN 3n REM- 

yj 488 ? 'PRESS ANY KEY TO EXIT* 

FH 418 I=USR<ADR{HOLD«)) 

EL 426 ? '[ESC,CLEAR]’:? :? 'THIS MAS ACH 
lEUED USING LINE....':LIST 418 
UG 438 ? !? 'THE mROMARE CODE FOR THE KE 
Y YOU':? ‘PRESSED IS 'jl 
ZI 448 RHURN _^ 

CHARACTCR •< > =IWER5EC0HIF0L«CHARACTER 


tion 212, the low byte of the value for pstum- 
Ing to BASIC has been prevloualy zeroed, exit* 
Ing via the label EXIT2 (where the match was 
with the Y register) returns a ZERO to BASIC. 
Exiting via the label EXITI (where the match 
was with the X registci] returns a value of 
ONE to BASIC. 

B2 


2. A SPECIFIC KEY 

This section Drst removes the one paTatnetcr 
from the stack and transfers it Into the X 
register which Is then continually compared 
with the contents of location 764 within a 
loop (LOOP2). The loop Is only exited when 
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(A 18 R^ KKHHKemKKIlfmHHKYHK 
RY 28 REM i! HOLD SCREEN I 
AI 38 REM K MACHINE CODE ROUTINE K 
UB 48 REM I CHAHAniR STRING MRITER * 

CP 58 RD1 K BY JOm FGSKEn SEP'M * 

UP 48 REN IKKElXXKHEmniHllimiKK 
FI 78 GRAPHICS BiPOKE l4,i4:PBKE 53774,44 
:D1K F*(14):F8='D:STRINS.LST' 

KF Bl POKE 752,1:? !? 'CHARAnER STRING H 
RITER':? :? 'FHiESS START TO BEGIN* 

PT 98 ON PEEK(5327P)<)4 GOTO 91:? :? 'HRI 
TING TO DISK - PLEASE WIT';RESTORE :0 
PEN tl,9,8,F« 

m 181 SEN Mfite ME Strino 
KM I IB ? 81i'188H0LD«^';CHI«(34); 
iVI 128 READ J:IF J(l THEN tSI 
XY 138 ? I1;CKR$(J);:G(IT0 128 
BS 148 REN End 

GZ 158 ? lliCHRK]4)iCL0SE 81:? :? 'FILE 
HRITTEN IN THE UST FDRWT':? !? 'FILE 
NAME: '[FIOlE'tESCiBELLJ'jEND 
EE 148 REN Nitfiine Code Strino Data 
BF 178 DATA 149,1,133,283,133,212,133,213 
,142,255,142,234,2,184,248,38,281,1,24 
8,25,184,184,178,184,184,148,234,252 
JO 188 DATA 2,248,7,214,252,2,248,8,286,2 
44,149,1,133,283,133,212,94,114,184,17 
8,234,252,2,218,251,94,234,252,2,248 
20 198 DATA 251,173,252,2,133,213,133,212 


lii^aded Into locatiQn^ 203 and 212 for return¬ 
ing to BASIC* 


THE DEMO PROGRAM 

The actual machine code routine is the 
string Immedlaroly below the REM header and 
the rest of the listing Is the demonstration 
prograin. 

The demonstratlDn program is basically di¬ 
vided into 3 sections to demonstrate the 
routines three functions which are selected 
from the menu. The screen Is filled with ex¬ 
ample text together with an C3dt prompt and 
uses the routine to hold the screen, 


COMPILER PROBLEMS 

There Is a small bug tn the Turbo BASIC 
compiler which prevents the USR command 
from returning the correct value to BASIC via 
the equating variable. This problem is accom- 
modated within the routine by loading the 
hardware code of the key pressed into loca¬ 
tion 203 as well as for reluming to BASIC 
which can then be PEEKed tn the norma] 
way. 


locatton 764 contains the same value as the X 
register and when equal, the specijlcd key has 
been pressed and the loop exits \1a RTS. 

3 ANY KEY 

The X register and location 764 was initially 
ioaded with 255 at the start of the routine 
prior to e nterlng this section where: th^ are 
(»ntlnually being oompared within a loop 

The loop Is only exited when loca¬ 
tion 764 does not contain 255 which results 
when ANY key is pressed. When the loop Is 
cjdtcd. the value contained in bcadon 764 is 


TYPING THE MACHINE 
CODE STRING 

Because of the difScully involved with typing 
machine code strings, the second program 
has been included to write the string for you 
from a bank of numeric daJta. Simply run the 
program and press START after which the 
string will be written to disk using the fUe 
name "STRiNG.LST' In the UST formal. It is 
then a simple matter to ENTER the string 
from disk. • 
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^CESSO^S^OP 

DISKS ... DISKS ... 


NIBBLER 

Slinking thimigh an unkiwwn land NId&ler finds himself 
In an indescent #5rKf Of constant dhange. Ab (inrhe gpows 
sinorl his body grows longer ajid ha nsks running inio 
liifnBell Can he survive? 

CLOSEOUT PRICE 50p piua sop p&p 

RAMPAGE 

It's rough and lumbte all the way as you control three 
irwredibty nasty charaders which bear a remarkable 
riBfiBtriCilanGe to King Kong, Godzilla and Wolf-man 
thffOugh an orgy of destrtKJiwi in Chicago, New York 
and San Francisoo. You haus ISO days oi deslrudion in 
SO ditlenenl cilies-. Time lof aome ravengel 

CLOSEOUT PRICE >00 plus 70p p&p 


DRUID 

Another diisEic in which, as Last ol the Great Druide, 
you wander through (he Dungeons at Ajoamanior wiih 
your mighty Golem by your side on a quest to destroy 
the lour demon princes. As you derve deeper into the 
dungeons you will find diesis oonlaining spells ol lt>r- 
midaWe power la aid you and Penfcgnams of Life which 
will heal and revnalisa you. Exceltent graphics and su¬ 
perb gameplay make this one ol the best arcade games. 

CLOSEOUT PRICE £ 1.00 plus T^p ptp 

MAXWELL’S DEMON 

A Simple yol challenging puzzle game which will get you 
toteily addicted. Two games in sna lor double the lun 

CLOSEOUT PRICE SOp plus 56 p pAp 


CASSETTES 


LANCELOT 

Level fl recreate the lime ol wizards and the Knighls ot 
the Round Table in a throe pan adventure spanning the 
complete saga ot the quest for the Holy Grail. Superbly 
researched and superbly wtfiien this loKl advent ure is 
lull ol atmosphere and highly r«oirnmended. 

CLOSEOUT PRICE £1,00 piu» gop p&p 


BATTALION COMMANDER 

An e^ciimg leaJ-tiine tactical game with you as tieuie- 
nani Colunat in charge of an entire artnoured bafttalion. 
Choose trom live dilfereni scenarios from a training 
mission against a So^ tank battalion to lough assign- 
menla against the Chinese. You can adjust the relative 
strengths of your forces and the opposition arid choose 
from 40 ditlerent maps and 5 differeni scenanos. 


JUGGLE’S HOUSE 

Another neai program tor 3 to 6 year olds teachin g ihe 
concepts of inside, outeida, u^r and lower with Jug¬ 
gle's house and toyshop 

CLOSEOUT PRICE £ 1.00 piu« Top p&p 


CLOSEOUT PRICE £ 1.00 piu> TOp psp 

Transfer these 
cassettes to disk! 


LAST m ROMS 


BASIC CARTRIDGE 

Some programs, especially some early public domsin 
prograntiB won't ron on Ihe XLflCE but they will if you 
plug in Ihe old version of Basic. 

CLOSEOUT PRICE £1.00 piu. 70p p&p 

DESIGNERS PENCIL 

A new programing tenguage that is based around the 
creation ol graphics screens Difficult to explain but 
worth a go at Ihls pricel 

CLOSEOUT PRICE £ 1.00 pin 7op p«p 


TRANSDISK IV 

is still available 

Tells i^u hotu to trans/kr the soft- 
tuctre shoivn opposite - but you can 
do many more * aver 300 proyrams 
successfully tran^erredt 

TRANSDISK IS NOW ONLT £9.95 

£14.9S) 
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BARGAIN CASSETTES 


Your choice of 

any 5 cassettes for £1.50 plus 80p p&p 
any 10 cass ettes for £2.00 plus £1.20 p&p 


ISO ^ 

Eight Oflfiofiwib, digp|kE«d speech, two 
player optm Nm pysk*. control, fuH 
maichplay scoring. lufMith playability 

BOMB FUSION 

A terrorist gang has plariied bombs in 
the Nudear Proceserc Plant and you 
haM' to po in tq 3 ave ine plant 

DESPATCH RIDER 

Join (he growing band of ifreec demons 
who leiTi^ the pcpulaiion d Ihe big 
dues ID the parceli through. 

FEUD ^ 

You mofi 'out-tper your rWai Wizard. 
Tread carefully as strange Ihngs can 
happen in tnn game of rnegio 

FOOTBALL MANAGER 

inaman- 
iTBiiy lea- 
ture* to dsecriba, but you woni ‘be dir^ 
appointed 


LOS ANGELES SWAT ✓ 

Rescue Ihe bwtages Irom Ihe tenonst 
gangs holding oui in Waei LA Clean 
14 ] iRe clreetf. Slow away the bad guys 

MASTER CHESS ✓ 

An Hcceltont dwss urrvlalkm with all 
ftie Qonect rnoves. vanouE orMnings. in 
fact everyifung m keep- you challen^ 

MILK RACE 

CycNi^ 1 ,000 mitos is no mean feM - 
arid you touid end up feeling pretty 
SKhaLated by ihe lime youVe Irii&i^ 


Dig has to 
in ine 


Everythin you mig^ waiir i 
agwiai iimuiiaion.Taf loo r 


MR DIG 

An cSd favDurit* in wfneh Me. 
dig for hidden knd erfjplies ki 1 
V^ie' twTiory below ground 

NINJA 

Blasie the belt oft all other martial aits 
gamesl It says on the inlayl Someone 
sure ledtone this w the b^ .punchew. 
ki^Big, ducking and diving game of all 


GHOSTBUSTERS ✓ ON CUE 


yiendn 

opntoines PpS and Sngolnr on the 
same oassflite. An absokMe rn^et lor 
boih enthiaasti and beginners alike. 


Al this Very momenfr hundreds of ghoels 
are making Iheir way lo the infanxiui 
■pooh Demrel. Only you can save the 
world Irom diGatter 

GUN LAW 

Four moniho d blHdy alien aiiacks 
have taken thw toll. You are Wt lo light 
alone agamsii luthiees and bkndthire^ 
killBfE whh pusi a single machifto gut 

HENRY’S HOUSE ✓" PENGON 

Linle Henry has sieunh and must navk 
eato h* way through The rqyai house¬ 
hold u find fhe cute. Voiod one Ol the 
ai lime greai games 

INVASION ✓ 

M'-dniie your uniu and prepare for bat¬ 
tle. Thw ail adion spapoe pooflwl re- 
qures ekil, -strategy and lactka . 


kikstart 

The ultimate off-rnad motoitidie scram¬ 
ble. Gurio your nder over the obstadee 
n Ihe great game for 1 or 2 pliers 


PANTHER 

Save Ihe lasi humans on Kenon. Take 
your grourto attadi sh^pi through lh« 3D 
ecro^g mega shoot-em-ip with gred 
graphics and winlwvBble soundiFadi 

Can you saire Pengum Wilh from ihe 
leroaous mulant sea liow? Shm them 
bf knocking them adainsi ihe wtatts or 
crush Ihem with eliolTg ioe tmockB 

PLASTRON ^ 

Takt your place ri aimal band of 
pirafes out lo seal foul luets from the 
biggeet ooiporiftiion n tha galaxy. 


✓ PROTECTOR 


Assigned lo ihe US Arn^ Helk»f)ler 
training St^ool yoLU aim is to become 
9 h befl chopper pjlgf n the Weai 


REVENOE II 




The Mutated SO loot high, luer spirting 
death oamelt haive lebaHed i^^lnsl 
their oafrioia the Zzyauans and are out 
for revenget A Jeff Uintordasspc 

ROCKFORD 

The true veade version of iha 
clscsK game Bouiderdash. Explore 4 
levels on each of S different worlds 

SIDEWINDER II 

h E 27 years tinoe ihe final battle of the 
war wiin the aliem. AN this is about to 
change. Step- aboard ywr craft to de¬ 
fend mankrid in Ihis Spade btasl 

SPEED HAWK 

Defend the ring VKirlds pi yow (oiaf 
tysieen Irom space pkalec. Another d 
Ihe greiJ space gainaa 

SPEED ZONE ✓ 

Enter the Speedsorie in m franlic de- 
fence againet alien forcee. A Eurvey 
sh^ comes under attack end your 
E rauiK 


'Starfre* dau Sflack 


inched 


STAR RAIDERS ✓ 

Whai moiB oan be said. F^robabh the 
beet computer game in ihe worlo - everl 

✓ TAIL OF SETA LYRAE ^ 


wer weaponry, battla your 
each cr eleven dimgeona 


Our A^Z oi AiHii Sofivwe sanea 
‘The ultimate 'Soranijl*' (done wrth su¬ 
perb graphics end musKi' 

TWILIGHT WORLD ^ 

Equfved with the latesl li anii-gravtiy 
pCMdsandLai 
way through 

UNIVERSAL HERO/ 

On^ seven Baoqndt left to save iha 
planetl Univeieaf Hero has to save hn 
skin and Bverytody efse'e by finding 
bftf to repair a shuttle 

TRANSDISKIV 
show^ you kow to 
transfer these to disk! 


ORDER ITEMS FROM THE ACCESSORY SHOP WITH THE ORDER FORM 
ENCLOSED WITH THIS ISSUE OR WRITE TO 
PAGE 6, P.O. BOX 54. STAFFORD, ST16 1DR 
TELEPHONE ORDERS ACCEPTED ON 01735 241153 t/Sf«G ACCESS OH VISA 
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He(\o there* and welcome 
to the ST PD Zone! IJ 
you’ue read, the 8-bit sec¬ 
tion, you'U already know 
thoX I'm doing the ooJumn 
this time os Stuart is moi> 
fn^ housei I must conjfess 
that Foe gioen over to my 
yomtng bias this tssue 
ojTtJ so / am bringing you 
reviews of two iop-quality 
games. Without any more 
witteringt here are thos^ 
reviews! 


THETRE COMING 
OUTOFTHE 
GODDAM^ WALLS! 

ALIENS (ST937J Is, as the 
name suggests, a game based 
upon the film of the same 
name. The disk starts off 
with a vciy Impressive demo 
tnoorporatlng digitised sdlls 

by 

Kevin 

Cooke 


and sound cUppcts from the 
fQm, e,g^ There's nothing 
back here”, "Ldokn. Tm telling 
you, there's something mov¬ 
ing and It ain't usE"^ ct£. After 
this Impressive start, the disk 
Is accessed again and the 
main game screen appears. 
Aliens Is basically a semj- 
stmtegte arcade game, a little 
In the style of Hero Quest yet 
not shown from a true 3D 
perspective* The object of the 
game is to get your maiincs 
from the left hand side of the 
screen to the exit on the 
other whilst avoiding or kill' 
Ing the Allens on the way. If 
you think this sounds sim¬ 
ple, don't bet on lt!SI 
The majority of the screen Is 
divided up into squares. Only 
one marine may occupy a 
square at a ttme, and each 
marine may only make one 
move at a ttme, be It aiming/ 
shooting his weapon or mov¬ 
ing, before control Is taken of 
the next marine. After every 
marine has had two moves, 
the turn ends and the aliens 
get a chance to attack. 

Should they land on the 
same square as a marine, 
you may have time to shoot it 
dead before it kills the com¬ 
mando* On the other hand, 
you may notl Although you 
Page 6's New Atari User 


can shoot without aiming, 
aiming first (using up one of 
your turns} greatly Increases 
the damage that is done, 
Aliens is or» of the most Im¬ 
pressive PD games T have 
ever seen. Graphically* the 
game is veiy good. The aliens 
and marines are well drawn 
and. at the bottom of the 
screen is a digitised picture 
of whichever marine you are 
controlling. Also in this sec¬ 
tion are the marine's name, 
health condition, weapon, fir¬ 
ing range, etc. Depending on 
which weapon you have, the 
accompanying fire even 
changes - a lovely touch. 

Each weapon even has it's 
own digitised sound! 
Weapons include name- 
throwers (great!), pistols, 
machine guns and shotguns) 
The digitised sounds and 
graphics ncal^ make the 
game - at various intervals, 
marines shout things such.as 
’’move lU" and "they’re closing 
in!". Ifyou’ve seen the Alien 
lUms and enjoyed them, 
you'U love this as It captures 
the mood and atmosphere 
perfectly. If you haven't seen 
the films, buy this anyway 
and waste away those pre¬ 
cious hours! Yes, It's truly ex¬ 
cellent!!! 
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WHAT’S THIS 
ABOUT A GLASS 
BUTTOCK?! 

GUUSS BUTTOCK OF 
THARG (ST993I. hereafter 
referred to as GBOT, Is yet 
another exceUent game finom 
the author of the "Grandad” 
series of games. 

The stoty goes that many 
years ago on the Island of 
Tharg, Queen Esmerelda suf¬ 
fered a nasty accident Involv¬ 
ing a goat* some soft cheese 
and an electric sandert Con¬ 
sequently, her left buttock 
was sliced off! To combat this 
problem, a witch from a 
neighbouring Island was cal¬ 
led in to make a new buttock 
from glass. When the Queen 
found that she kept sliding 
off" of her throne, the witch 
was banished. However, be¬ 
fore leaving the island she 
put a spell on the butlnck 
which, when the Queen died, 
allowed it to take control of 
the whole island. Your task is 
to control 12 citizens ofTharg 
in an attempt to overthrow 
the buttock! 

When the disk starts to 
load* you are greeted with a 
Tracker tunc of some synth- 
styk music. Soon enough, a 
Screen appears from which 
you can either read the 
amusing background slory 
^d instructions or choose to 
go straight to the game. 

The first game screen to 
appear Is split vertically In 
half. The left half of the 


screen shows a map of the 
island whilst the right half 
shows pictures of your twelve 
characters: Mr Bean, Inspec¬ 
tor Morse, Sheik Yerbouti, 
Jlminy Hendrix, Sergeant 
Wilson, Jeren:y Beadle, 
Timothy Lumsden. Allan 
B’Stard, Kathleen Turner* 

Kim Bassinger, Captain 
Picard and. of course, Gran¬ 
dad himsclfl Each picture 
has been hand-drawn but in¬ 
credibly well - many of them 
look as If they've been, scan¬ 
ned (except Kim Bassinger 
who looks a bit like a 
bLokcE!]]. By clicking the poin¬ 
ter on any of these charac¬ 
ters. you take control of them 
and the screen changes to a 
first-person perspective of 
that character's view. By 
clicking on the turn-left, 
turn-right and move forward 
arrows, you can walk your 
character around the Island, 

The characters start off on 
their own but, by visiting the 
various castles scattered 
around the Island* more sol¬ 
diers can be recruited to Join 
the ranks. To help you with 
finding the castles, they are 
shown on the main map 
aktng with your character’s 
own position. 

Elach character can make 
up to 20 moves per turn. 

After every character has 


moved or you choose to end 
the turn, the enemy soldiers 
get a chance to move around 
the Island and attack you. 
Should you survive such an 
attack, you can either run 
away or choose to stay and 
fight. 

Your eventual aim is to 
reach the castk on the North 
of the island but* as this 
game Is only the shareware 
version* you have to register 
the game with the author to 
be granted access. 

The graphics throughout the 
game are supcib, from the 
pictures of your characters to 
the character's view of the Is¬ 
land* everything la done in 
lots of humorous detail* The 
game mechanics also make it 
extremely easy to play - you 
hardly even need to read the 
Instructions to be able to play 
ItJ The game was written in 
STDS BO. if you're wondering 
what can be done with it. 
take a Look at this ! 

The reg^stmtion fee is On^^ 

£5 and* to be honest* once 
you've played the game, I'm 
sure you'll want to register to 
get Into the castle. 

Overall. The Glass Buttock 
Of IhaTTg Is another excellent 
game. The author should be 
proud of his efforts and his 
sense of humour, come to 
think of it!!! • 


ROVNDVP RATINGS: 

ST937 - ALIENS 93% 

STOSS - GLASS BUTTOCK OF THARG 89% 
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John S Davison 
explores the 
Internet and 
discovers all 
the wonders 
of a brave new 
electronic 
world 



JUST HAVING 

ACHAT 


S 




o far In thta series weVe looked at 
seveial ways people can communicate 
with each other via the Internet. For 
personal one-to-one communication woVc 
discussed e-mail; for sharing your thoughts 
with groups of people we’ve looked at Usenet 
and 11a newsgroups; and we've examined the 
World Wide Web as a means of displaying 
Information to ihc World at large. However* 
none of this, takes place In real time - the 
activities arc more like writing letters or dis¬ 
playing posters on a wall. Wouldn't It be nice 
If you could hold live conversations with peo¬ 
ple wherever they are on our planet - for the 
price of a local phone call? Well, you can - 
using Internet Relay Chmt (IRC)* ^ 

In concept It’s similar to the real-time local 
"chat" facilities available (even to Atari users) 
via standard communications software on 
many bulletin board systems - but It works 
on a global basis. Unfortunate^ IRC needs 
special software and IVe not yet found an 
Atari version anywhere. If you know of any¬ 
thing, please let me know and I'll publicise it 
here. I’ve included IRC in this series for com¬ 
pleteness of coverage of Internet applications 
- and who knows, someone might yet produce 
an Atari IRC program. I currently use IRC via 
an IBM PC running a program called mlRC, 
with Internet conrtectlon vta CompuServe. 
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Chcxjsing an 
fRC sereer 
prior to cort- 


MULTI-CHANNEL CHAT 

IRC began life In Finland In 1988, and since 
then Its use has spread across the world, ft’s 
a multi-user* muLd-chaimel "chat" system 
allowing people to converse In real time via 
messages keyed In al thdr computer 
keyboards. It works via a worid-wlde network 
of IRC server ^sterns all linked to the Inter¬ 
net. By connecting to one of them using an 
IRC client pnognam you can gain access to the 
IRC ^'channels^ it handles. A channel Is a 
place In cyberspace where people can meet (a 
sort of virtual conference room)* and each Is 
usually devoted to a particular topic of con¬ 
versation. You then "join" a selected chajineL 
at which point you’ll be in the company of 
like-minded people scattered aU over the 
world. You'll see conversations taking place 
^bveen them displayed right there on your 
computer screen - as they happen. You parti¬ 
cipate in the conversations slmp^ by typing 


type is Immediate^ broadcast to everyone 
else on the channel and displayed on their 
screens, and they can respond accordingly* 

TE4C gained widespread fame In 1991 during 
the Gulf War* First hand news of the hostili¬ 
ties were broadcast live from the area by IRC 
users, while other users all around the world 
^thered on appropriate channels to hear 
about and discuss what was happening. A 
similar thing happened in 1993 in the coup 
against Boris Yeltsin, when eye-witnesses in 
Moscow gave Uve reports on the action there. 

When you log onto a server you can request 
a list of the channels it’s handling, and the 
server wUl display them on your screen* There 
are often hundreds of channels In use at any 
one time, so deciding which to join can be a 
problem In Itself. If you’re a complete IRC 
beginner (Uke me) it's probab^ b^st to And 
one of the "general" channels where you can 
Just pop In for a friendly chat on any old topic 
with whoever you find thcie:. These channels 
tend to have names Like "hot tub” or have the 


wiumcnts on your keyboard. Anything you word "cafe" or "bar" somewhere in their title, 
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UsUng 

showing 



some of the 
290 chnnr 
nets ouaii- 
ahie on the 
DALnet ser¬ 
ver in Char 
lottet North 
CaroUna 


W 


nvzsn cferiueiA 


Vsj^ile_clrcle 1 'Ta ■*, I'ather than ta Imi.. ^ {£llh> 
hi t -I ) iBBdf 

■Irtnnh-oii-nv-lntaract 1 Fdia^ Is hus^ daFaadlii^ hts si sterns aai 


■lalaHaa_Chal 

•tlE'sjplacf 

b-lihfbas 

na^aa 

MhmI 

fe-anSaArld 

Wf%-\rv.t 

h-BSSljM 

Kacrrd 

■Satam 

Bawat 

hSaaflaad 

BFCannawd 

tShadatfStar 


V*i the apr At haaigi pr«ii<i4l I First yal ^prv. 


luf 

, thl 



Attvativa fK IF Uilat BaltaactJ db«, plaa^ ik ^T* /kill 

Tha IfFlclal RaSa P*aCrjr Pradactlons Chanaal. 

Irada saaa vaiaas ai' just Fllk-t 

C*pw Hera t* Rlaf ani talh ahavt AtU. All ACs aat IHs wlciMa. 


hi*. 


ualcana te BFCdHuai. 

LlfAt Rains Cawr tli« Farnt,,,, 




All Hatara tlaqs,.,. 




BAD TASTE WARNING! 

Much Is made In the media of pornography 
on the Internet, but IVe found that ft‘s gener¬ 
al^ not that evident and. doesn^t leap 

out at you as the Press would have you be¬ 
lieve. Except on IRCn that is. When perusing a 
full channel listing you're likely to see chan¬ 
nels with rather sick pornography related ti¬ 
des as well as others In pretty bad taste. 

You'll prabab^ also experience foul language 
on some channels, $o, If you're easily ofFen- 
ded. you shouldn't use IRC. However, there 
art plenty of other good, wholesome channels, 
but If there's really nothing that appeals, you 
can even start your own channel, 

Channel topics range Itom the deadly 
serious, through outrageous^ funny, to the 
downright wdrd. eccentric, and sick. IVe even 
occasionally stumbled upon Atari related 


specific times. Just because a channel la lis¬ 
ted doesn't necessarily mean there's anyone 
actively using It at that time. It's possible to 
list only active channels, so you Can quickly 
find someone to taJk to. 

You don't use your real name on IRC. but 
operate with a "nickname" Instead. This can 
be anything, as long as no-one else is already 
using It. Fbr instance. [ sometimes use SAX- 
MAN or HORNBLOWER (as one of n^ In- ' 
terests Is playing saxophone). Your nickname 
appears on other users' screens as a prefix to 
anything you type In. so everyone knows who 
typed IL You'll be addressed by your nick- , 
name when anyone speaks to you directly. 
111 * nleknaitic also enables other users to aim 
piivate messages directly at you. without 
other users seeing them, or even to invite you 
into a "private txinversation" group with one 
or more other selected users. A further func¬ 
tion available via private Ltnktng Is to directly 
connect two users' computers together and 
transfer files between them. 


channels, but so far have found no-one logged 
into them. 1 guess they must belong to 
cyberspatial Atari dubs who meet there at 
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WATCH OUT, 
BOTS ABOUT! 

There's something else to beware of tn IRC - 
the "Bots" (short for roBots). These are like 
’^automated characteTs" in adventure games, 
and aie In effect simulated people, t.e. soft¬ 
ware creations that behave like real people. 
You can talk to them and they'll respond, 
often quite convincingly, so It'a sometimes 
diflicult to spot thciTL Elventually, though, 
they give themsclvea away by the nature of 
their responses. Bots arc completely banned 
on some servers, while on others they have to 
be registered with the system operator. 

Here's one httlc Bot anecdote - I arranged to 
itiect two friends at a certain time in a Cyber- 
channel on a particular server. We all 
logged on around the appointed time and 
each greeted In turn by someone with 
Gie nickname WAITRESS, who fussed around 


making smaUtalk and asked us what drinks 
wc wanted to ordert Entering Into the spirit of 
things, one of my friends (no rcal^. It wasn't 
me) happ% "chatted-up" WAITRESS until 
someone else In the Cybercafe eventually 
pointed out that WAITRESS was a Bot, which 
caused much amusement at my friend's 
ex|Mns*. 

Going even further down this route, in the 
strange world of IRC you can be yourself, or 
pretend to be anyone or anything else you 
want and no-one wlh know the difference. 
Obvloushf. on the channels devoted to 
"serious" dfscusBjon you'd keep your own per¬ 
sona. but some of the wackier channels en¬ 
courage tota% eccentric behaviour and role- 
play. Somettmes this can even break out 
spontaneously on a nonnally sane "cafe" 
channel, perhaps using IRC's ^dUtles to de- 
scdribe actions in the third person rather than 
Just transmitting Orat person conversation. 

For Instance. I could generate a message on 
other users' screens saying "SAXMAN takes 
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out his saxophone and starts pla^ng It bud- 
ly**. Someone called CAT might pick up on this 
and respond with '‘CAT rams a bread roll 
down the saxophone to cut the noise down," 
Others might then Join in to develop the 
situation. Meanwhile, "normal'* conversation 
between others on the channel continues 
while Increasing bizarre, surreal actions are 
going on In the background, You never know 
what's going to happen, and It can get very 
entertaining. 

BEHAVE. OR ELSE... 

It's also possible to trigger sound clTects on 
other uscr3‘ computers directly from your 
keyboard^ which can also be amusing If used 
In moderatlDn. On the other hand, you can 
casi^ annoy people If you're too disruptive 
and the channel operator could then kick you 
off the channel. If you're a real nuisance you 


could find yourself pcrmancnLly excluded 
from that channeL and if you're a real world- 
class pest you could even get locked out of all 
channels^ The saftwaxe has pmcxduics avail¬ 
able to enforce this. 

Some channels are devoted entirely to rcal- 
tliTie role-play and many of these are based or 
Star Trek related soenartos. For example 
there are several UIP (United Interstellar 
planets) channels where Trekkfes can get 
together to carry out missions on simulated 
starships. Many of these channels are run 
from the USA, which means the hours of play 
arc often inconvenient for players elsewhere 
In the world. However, there's now a Euro¬ 
pean UIP channel with more suitable operat¬ 
ing hours for the UK. Participants can choose 
their race (Human, Klingon, Vulcan, etc.) and 
position (science clftcerH helmsman, chief en¬ 
gineer, chief medic, etc.], then role-play Im¬ 
provised missions In real time via IRC. Now 
that's what I call: creative use of technobgyi 


NAU INTERNET CONTACT LIST 

1 

The (blowing is a list of NAU readers who'd welcome ©’mail from other Atari users. If you'd like 

to be added to this list please 

drop me an e-mail note at the address shown. 

John S Davison 

100256.1577<^co mpu so rve, com 

Derek Fern 

do rek@df em demon .CO. U K 

Joel Goodwin 

j .f .good win@r©ading .ac.uk 

(jtordon Hooper 

ua55d(^reenet .victoria, be .ca 

Fred Meijer 

pokeyf m^wo lidonline. nl 

Ann O'Driscoll 

annod<0^k>l.ie 

Allan Palmer 

10 0644.1040(^00 mpu se rve.com 

Paul Rixon 

p_rixo n4@>oscarf ab .do mo n .eo.uk 

Brad Rogers 

brad@>pjanesa demon. co^uk 

Henning Wright 

kofta<^ algo net ,s e 

Bryan Zillwood 

b. j .zil lwood@exeter,ac. uk 
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contact ... contact... contact ... 


FOR SALE 


MODEM; Mi$<0 Super Pti.® (approv&d 
tor UK connedHfil complet# wilh 
cable lor conrvedi&n lo 850 mlerHacs 
plus telepliorto' ^xlersiori cabto. p.r«- 
Bymed vwkirigi tM rwvsr tesled, 
bancs "sold ' ae £5 plus pip. 

Jb\ (01392) 431192 and a£k for K«vin 

NTEHFACE: 350 intSTlace' withi 
manual. PSU. 10 cabls aod brand nsw 
cabto aHownig oonnaciion la a Csnino- 
niis piinift'. rffi.^rnoa.t certain tnad It's 
YHorking bo! e$ I'vs nawr tested H, 
“sold as seen" at £15 plus p&p. Tef. 

(01 sa?) 431192 and ask for Keuri 

)CE SYSTEM: 6SXE QQiTiputer. XC12 
laps recofktor Ipfled wrlh RAMBIT tas( 
toodar (10 mirtals prognuni loads ini2 
secondsi). 1029 prirttor and spare rib¬ 
bon, some games, soma programs, all 
of) lapo. user bandboolts. Buyar soP 
lects or pays carria^a. Piioe £60.00. 
Tel. Frank Altort on 01329 319963 
(Fafel'*ain]i 

XL SYSTEM 800XL computer Li&ad 
tor ore hour Only, almosl brarvl naw 
pilLM' 1010 prograin rao&rdsr alao used 
tor c)r>B hour only, some gamss and 
programs. Complale wttb ah pwar 
sup^iBS and Buyer collects w 
pays cartage. Pnea £30,00. Tel. 

Frank Atkin on D13S9 319^ 
(Farebam) 


BOOKS.iiARDWAR€: Computal 
boole ' Moping The Atari, First Book 
d the Atari, Siecond Book of T^e Alert, 
Third Book oi The Atarii, First Book oT 
Atari Ciraphtoe. Seoondl Book of Atari 
Graphics: Your Aiari Oomputsf, The 
Atari Aseemtrlef. Disks do. -- Atari 
IX>S 3. If^ni Office II, Trtdcy Tutoriaie, 
Basic Commander, Alarlwmer ROM, 
Alari 40a;SOD/!kl mouso with GOS dO' 
$kl0p. Home Filirtg Manager, I/O lead. 
The FiN (hardware)!, Hardware ha 
make 3 Pill s, Prckecior 2 eartrldgte, 
Techridcal Heferenoe Notes. Gesic Re^ 
torence Manual, BCXiyBOOXL Field 
vice Manual, ssa IritetieKie Manual. 
Alien User rmagazims issue's 54 lo 5Q: 
Compile I ifiagazNnes 1932/3. Few 
dher bits and pieces, phone for li$t 
and prices. Matcom on 017C:i9 876306 

IWXE SYSTEM 130XE (bOXWf). 
t'BSo diisk driw, 1029 primer (boxed) 
wilh spare ribbon, all inanLHl&, disks 
tor Mmi OHioe El and many others 
Price £55 or near oltor. Atoo Philips 
Green monitor, £30 o.n.o. Phone 
Qt223 373076 (Cambridge) 


WANTED 


LAZER DISK: Disk wanted lo control , 
i05o LeiiBr chip. Please phone John 
on G1235 817670 or write Te 15 Wer¬ 
ner CtwCent. Didcal, Oson 0X11 flJY 

VKJEO TITLE SHOP; Has anyorw got 
a oDp)/ of |he V'Ktoc Title Shop pack of 
ditoks lor AJarl XLDCF? Paul Bramle^j 
16 Parsloa Slneet, 6ur>dabefg, 
Queensland, AustraMa 4670 i 

WA^MES/SIHUIATIOHS; Broad- 
Si<ies (SSI).. Napotoon at Waterloo 
(Kianteck). ConDid: in Vielnam (Mi& 
roprose), Rome and |he Berbartains 
(Krenteck), Excelibuir (APX]i. Rails 
Wesi (SSI). Bad PieLuneekers, Witte- 
Bnjgstraai 39. B-3300 Sint-TruldeA, 
Belgium. Tel. /327Ti87407fl. Fax 
^2/12747134 

MAGAZINES: PAGE 6 Isaoes 1 to IS: 
Aniic Issue 1. Ban PleumeakBrE. 
Wrtle^nugstraal 39. BM3SOD Sjnt- 
Tmldefi, OelgiLiim. Tel. /aSTII674078 
Fax ^ 22 /^ 2747134 


FREE TO SUBSCRIBERS 

COPfTACT cehimn Is fi^ of char£|c to who 

wish to sell their equipment or ccmtact otlier Pee^r?. Space 
Is limited no w« reqU'eet that entnea be kept m short as 
poasihl*- EJttrtmety long entries may be heavUjir edited or 
Ignored. .Send, your CONTACT noqce on a separate aheet of 
puiper (not as part of a letter) to; 

CONTACT, PAGE6 FUBU^ING, STAFFORD, STIS IDR 


FOR SALE ... WANTED... PEN PALS... ADVICE... HELP 


PROGRAM LISTmGS 

CertaLn piiogram listings which are too long to Include In the magazLnie may 
be obtained free of charge as printed lla lings to type in. All programs are* 
however* Included on the l^ue Disk which Is available with each Issue. 
Remember this disk also includes BONUS PRCM3RAMS which do not appear 
in the magazine. If you would like the type-in listings please write or telephone 
indicating which listings you require. Please note that there are not necessarily 
extra hsUngs for every magazine. 


Write to USTDiGS, IfEW ATARI USER. P.O. BOX 34, 
STAFFORD. STie IDR or telephone 01783 241183 
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